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Babbages 
Best  Buy 
CompUSA 
Computer  City 
Costco 

Egghead  Software 
Electronics  Boutique 
Office  Depot 
Office  IMAX 
Sam’s 
Staples 
Software  Etc. 

Toys  “R”  Us 
Virgin  USA 
Walmart 

Or,  if  you  prefer, 
call  toll  free 
1-800-757-7707  or 

go  to  www.sierra.com 
to  order  direct 
from  Sierra. 


Tired  of  a slow  connection  when  you’re  playing  your  online  games? 
MindSpring  offers  a fast,  reliable  connection  to  the  Internet  - which 
means  you’ll  spend  more  time  playing,  not  waiting. 


With  MindSpring  you  get  a full  suite  of  software,  a top-rated  browser,  and: 


Free  24-hour  award-winning  technical  support 
56k  connection  available  in  many  areas 

Flexible  pricing  - from  $6.95  to  $19.95  a month  for  unlimited  access 
Local  phone  access  to  Internet  in  over  320  cities 
A no  risk,  30-day  money  back  guarantee 
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Internet  Servfces 


Sign  up  with  MindSpring  ^ 
^ before  5/31/98  - ^ 

^ we’ll  waive  the  $25  start  up  ^ 
f fee  and  you’ll  get  four  great 


^ 

fee  and  you’ll  get  four  great 
Sierra  On-Line  games  ^ 
h FREE!* 


Call  toll-free 

888-677-7464 

(888-M-SPRING) 


www.mindsphng.com 
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PHOBIA 


Games  are  Internet-only  versions 
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Picabo  First  in 


Finish 


merican  Alpine  skier 
Picabo  Street  wrote  yet 
another  page  in  the  histo- 
ry books  by  winning  the 
Gold  Medal  at  the  1998 


Winter  Olympics  in  Nagano. 
Japan.  The  Women’s  Super-G 
(downhill  slalom),  which  Picabo 
won  by  a mere  0.01  seconds, 
featured  the  closest  finish  in 


Olympic  history:  just  0.07  sec- 
onds separated  the  top  three 
finishers.  Our  congratulations 
go  out  to  this  fantastic  athlete. 

An  inspiration  for  many, 
Picabo  has  battled  her  way 
through  several  travails  in  her 
racing  career,  including  what 
could  have  been  a career-end- 
ing knee  injury  in  1996.  In 
January  1998.  after  her 
successful 

return  from  ^ 

knee  surgery,  she  suf- 
fered a severe  concussion 
in  a high-speed  crash  just 
weeks  before  the  Olympics. 
But,  through  all  her  ups  and 
downs.  Picabo  never  wavered 
from  her  plans  to  take 
Olympic  Gold. 

Picabo  is  the  second 
straight  American  to  win  the 
Women’s  Super-G  in  the 
Winter  Olympics.  Diann  Roffe. 
now  a TV  commentator,  took 


the  Gold  at  the  1994  games  in 
Lillehammer.  Norway. 

Now  you  can  experience 
Picabo’s  excitement  firsthand 
with  Sierra  Sports  Ski  Racing. 
Feel  the  wind  whipping  past  your 
face,  snow  crunching  under  your 
feet,  and  gravity  pulling  you 
deeper  into  your  turns.  For  more 
information  on  Sierra  Sports  Ski 
Racing,  please  see  page  36. 
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International  Chess 
Grandmaster  Yasser 
Seirawan  fell  in  love  with 
the  game  of  chess  at  the 
age  of  12.  By  the  time  he 
was  19.  he  had  risen  to 
International  Grandmaster  sta- 
tus. Additionally.  Seirawan  was 
instrumental  in  the  development 
of  such  computer  chess  games 
as  ChessMaster  2000.  So  what 
does  the  man  who  is  the  best 
play  in  his  spare  time?  Power 
Chess  '98. 

“There  are  several  things  that 
all  chess  computer  products 
should  offer— good  play, 
multiple-level  functions,  solving 
and  analysis  modes.**  Seirawan 


iNTERACTia 


I explains.  **Power  Chess  does  all 
i these  things  well,  but  where  it 
j really  shines  is  in  the  multimedia  j 
i presentation  and  having  the 
i Queen  go  through  your  games, 
j pointing  out  your  errors. 

“The  tutorial  instruction  on 
I the  doubled-King-pawn  opening  • 
j is  an  incredible  effort.  Written 
i by  International  Master  Eric 
j Tangborn,  the  tutorial  alone  is 
; worth  the  price  of  Power  Chess 
I '98,“  he  adds.  “The  sound  and 
j instruction  combine  for  a visual 
i and  challenging  experience.  I*m 
i a visual  person,  and  I just  love 
j the  graphics." 

One  of  the  biggest  questions 
: surrounding  Power  Chess  *98  is 

Magazine  Spring 


“Can  it  really 
make  you  a bet- 
ter chess  play- 
er?" The  answer, 
according  to 
Seirawan,  is 
unequivocally. 

“Yes!  and  the 
amazing  thing  is, 
most  of  the  time. 
you*re  not  aware 
that  you’re  work- 
ing hard  and 
your  skill  is 
improving,"  he 
says.  “The  pre- 
sentation is  so 
enjoyable,  you  end  up  spending 
hours  playing.  That’s  the  whole 


point— practice  makes  perfect." 
Hey  ChessMaster...checkmate! 


\ 


I 


t 
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ierra  proudly  announces 
that  we*re  once  again 
teaming  up  with 
Raymond  E.  Feist,  sci- 
ence*fiction  fantasy 
writer  and  creator  of  Betrayal 
at  Krondor,  to  bring  you  the 
eagerly  anticipated  sequel— 
Return  to  Krondor.  Feist,  author 
of  Magician:  Apprentice  and 
Magician:  Master,  a power- 
house in  the  world  of  fantasy 


literature,  has  had  more 
than  a dozen  books  trans- 
lated into  13  languages. 

Return  to  Krondor 
will  be  a fantasy  role- 
playing  game  set  in  Feist’s 
world  of  Midkemia.  You’ll 
assume  the  roles  of  the 
five  main  characters: 

Squire  lames,  a reformed 
thief;  a Keshian  sorceress 
named  Jazhara;  William 
ConDoin, 
the  son  of 
Pug  the 
Magician; 

Brother 
Solon,  the 
roughhewn  war- 
rior/priest;  and 
Kendaric,  a 
reluctant  wizard. 
Your  mission: 
reclaim  the  most 
sacred  relic  of 
the  Ishapian 
Church,  the  Tear 


of  the  Gods,  which  was  stolen 
by  a band  of  pirates.  With 
real-time,  motion-captured 
3D  characters,  turn-based  com- 
bat, spectacular  special  effects, 
and  the  legendary  imagination 
of  Raymond  Fiest,  Return  to 
Krondor  promises  to  be  a role- 
playing  adventure  you  will 
never  forget! 


Games 


Developer: 

Synergistic 


2 Sierra  Pro  Pilot  ‘'PUII-PIISI 


Mignt  Simulator 

Developer: 

Dynamix 


Developer: 

Dynamix 


A lonis  of  Magic 


Strategy 

Developer: 

Impressions 


Sierra’s  Hoyle*  family  just 
got  bigger.  Along  with 
its  current  value  Hoyle 
titles  (Hoyle  Classic 
Games,  Hoyle  Poker, 
Hoyle  Solitaire,  and  Hoyle 
Blackjack),  Sierra’s  introducing 
Hoyle  Battling  Ships  and  War, 
Hoyle  Hearts  and  Spades,  and 
Hoyle  Bridge  and  Euchre^ 
each  for  only  $14!  Containing 
two  complete  games,  each 
product  features  several  varia- 
tions on  some  of  the  games: 
Battling  Ships  has  seven  varia- 
tions, Bridge  has  four,  and 


Euchre  has  two.  As  an  added 
bonus  in  each  product,  you  get 
Internet-ready  versions  of  some 


of  Hoyle’s  most  popular  games. 
As  well  as  being  Internet 
playable  over  WON,  all  of  these 
games  feature  the  same  great 


characters,  versatile  gameplay. 
and  all  the  fun  of  Sierra's  original 
Hoyle  titles— for  a very  competi- 
tive price. 


All  ter  WON... 


Good  news,  gamers!  Sierra 
has  hooked  up  with 
World  Opponent  Network 
(WON — virww.won.net) 
to  bring  you  the  best  in 
online  competition.  Created  by 
Cendant  Software.  WON  is  the 
premier  online 
game-matching 
service,  linking 
gamers  with  com- 
mon interests, 
strategies,  and 
the  thirst  for  com- 
petition online. 

Officially  going 
live  on  April  i,  1998.  WON  fea- 
tures Game  Rooms  where  you 
can  meet  up  with  other  fans  of 
your  favorite  game;  Game  News, 
which  provides  the  latest  in 
industry  news;  Game  Search, 
where,  using  a sophisticated 
search  engine,  you  can  find 


reviews,  articles,  patches,  down- 
loads. and  strategies  for  all  kinds 
of  games;  Downloads  & Demos 
of  WON-enabled  games;  and 
Tournaments  and  Leagues,  which 
lets  you  test  your  skills  against 
other  competitors  for  prizes  and 
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glory.  Combine  all  this  with  an 
exciting  online  community  com- 
plete with  updates,  chat  rooms, 
message  boards,  developer  pro- 
files. player  game  reviews,  and 
links  to  demo  areas,  and  you 
have  the 


only  online  gaming  site  youMl 
ever  need— and.  oh  yeah.  it*s 
completely  free! 

Featuring  games  from 
Sierra.  Dynamix.  Headgate 
Technologies.  Impressions, 
and  Berkeley  Systems.  WON 
allows  any- 
where from 
two  to  25  peo- 
ple (depending 
on  the  game) 
to  compete  at 
one  time.  One 
of  the  best  fea- 
tures of  WON  is 
its  online  tournaments.  To  win 
and  win  big  you'll  first  need  to 
follow  five  basic  stepsbefore 
you  can  participate  in  either  a 
league  or  ladder  tournament. 
First,  go  to  www.won.net  and 
check  out  the  event  calendar 
and  then  pick  your  event. 
Second,  sign-up  for  the  tourna- 
ment at  the  appropriate  time. 
Third.  PRACTICE  and  practice 
some  more  against  other  peo- 
ple on  WON.  It’s  a good  way  to 
see  what  the  competition 
might  be  out  there.  Fourth, 
meet  at  the  designated  time 
and  play  by  the  rules.  Fifth 
and  the  best  part  of  all  — 
win  and  wait  for  the  prizes 
to  show  up  at  your  house. 
Currently.  WON  is  hosting 
tournaments  for  hootbali 
Pro  *98,  Sierra  Sports 
Golf,  Trophy  Bass  2, 
Trophy  Rivers,  Red 
Baron  II,  and  Civil  War 
Generals  2:  Grant,  Lee, 
Sherman.  A complete 
tournament  schedule 
is  available  on  the 
website  at 
www.won.net. 


...and  WON  for  All 

WON  suppoils  these  Sierra  Titles: 

• 30  Ultra  MiniGolf 

• Acrophobia 

• BIRTHRIGHT 

• Civil  War  Generals  2: 

Grant  Lee.  Sherman 

• Sierra  Sports  Golf 

• Football  Pro '97 

• Football  Pro '98 

• Trophy  Bass  2 

• Trophy  Rivers 

• Hoyle  Casino '98 

• Hoyle  Classic  Board  Games 

• Hoyle  Classic  Cards 

• Lords  of  Magic 

• Lords  ol  the  Realm  II 
Siege  Pack 

• MissionForce:  CyberStorm 

• Outpost  2:  Divided  Destiny 

• Power  Chess '98 

• Red  Baron  II 

• Shivers  II  ‘ 

• The  Realm 

• Time  Warp  of  Dr.  Drain 

• rUU  DUN  I KNOW  JACK; 
the  netshow 

• YDU  OONT  KNOW  JACK; 
Sports  the  netshow 

• Larry  Casino! 

• SWAT  2 

• CyberStorm  2 
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Sierra’s  Got  Your 

Home  Covered 


t 


the  box.  How’s  that  for  tiaflya- 
tion?  Fact  is,  nobody  ^ 
more  fun,  helpful.  i^pMans 
tools  for  more  parts  of  your 
house  mid  life  than  Sierra  ^ 
Home.  got  your  home 


-*T^ 


Having  a hard  time  mus- 
tering up  the  enersfFto 
do  some  much-neeiii 
work  around  the 
house?  Well,  duri 
March,  April,  and  May  1991^ 
Sierra  is  offering  a healtlq^ 
incentive.  When  you  bu/one  of 


\ Our  popular  Sierra  Home  titles 
ifienerations  Deluxe,  Complete 
1^  land Designer,  CompleteHome, 
4 print  Artist  4.0  Platinum,  or 
^ USA  *98:  Streets  and 
Destinations)  during  any  of 
these  three  months,  you  will 
find  a $20  rebate  included  in 


H Doesn’t  Even  Take  a Stamp 


Sierra  wants  you  to  win 
tons  of  our  games! 
Every  time  you  pur- 
chase a Sierra  game— 
including  titles  from 
Blizzard  and  Berkeley 
Systems— we  give  you  the 
chance  to  win  20  free  games. 
**How?*’  you  ask.  Inside  each 
product  box  is  a yellow  and 
white  registration  form.  By  fill- 
ing out  this  form,  you  register 
your  product  with  us,  earn  a 
free,  one-year  subscription  to 


InterAction,  and  enter  a month- 
ly drawing  for  20  free  Sierra 
games  of  your  choice,  just  fill 
out  the  registration  form  com- 
pletely, drop  it  in  the  mailbox, 
and  you’re  automatically 
entered  in  the  drawing.  It’s  that 
easy.  Just  ask  Mary  Goodman, 
Lisa  Rhodes,  and 
Carl  Spillane— our 
most  recent  winners. 

All  are  looking  forward 
to  choosing  the  games 
of  their  choice. 


Register  Todoyond 
You  Could  Win  MOOO 

•n  Sierra  Software! 


WWW.SlERRA.COM 
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Mask  of  Eternity  Hunt 


Recently,  Sierra  hosted  a 
13-week  Internet  treasure 
hunt  promoting  Mask  of 
Eternity,  the  exciting  new 
installment  of  Roberta 
Williams'  King*s  Quest  series. 
Participants  visited  different 
websites  each  week 
looking  for  missing 
pieces  of  the  Mask  of 
Eternity,  Once  each  piece 
of  the  Mask  was  located,  a 
riddle  was  triggered  that 
contestants  had  to  solve 
and  register  on  the  contest 
website.  Over  the  course  of 
the  13  weeks,  we  had  more 
than  10,000  participants,  with 
several  hundred  of  them  com- 
pleting the  contest  and  becom- 
ing eligible  for  the  grand  prize 
drawings. 


Kevin  Buikema,  of  Grand 
Rapids,  Michigan,  won  the  first 
grand  prize— dinner  for  two 
anywhere  in  the  con- 
tinental 
United 


States.  His  prize  includes  round- 
trip  airfare,  overnight  hotel  stay, 
and  dinner  for  two  at  the 
restaurant  of  his 
choice. 


The  second  grand  prize  went 
to  Donald  Perkins,  of  New  Haven, 
Kentucky.  He  won  100  Sierra 
games  of  his  choice. 

Tommy  Rutledge  of  Temple, 
Texas,  won  "Music  in  the  Wind" 
by  Bev  Doolittle— one  of  43,500 
signed  by  the  artist  and 
consecutively  numbered. 

Tricia  Fredrickson  of  Omaha, 

Nebraska,  won  lunch  in  Seattle, 
Washington,  with  Sierra  co- 
founder and  Mask  of  Eternity 
creator  Roberta  Williams. 
Congratulations  to  our  winners. 

Aside  from  the  grand  prize 
winners,  more  than  100  people 
won  free  Sierra  games.  Mask  T- 
shirts,  or  Mask  backpacks.  Look 
forward  to  another  Internet  trea- 
sure hunt  prior  to  the  launch  of 
Mask  of  Eternity  later  this  year. 


Sterra  Pro  Pilot— Bayond 


NOW  you  can  become  part  of 
the  elite  aviation  commu- 
nity with  an  authentic 
Sierra  Pro  Pilot  flight  bag. 
All  you  have  to  do  is  enter 
Sierra's  "Beyond  Real 
Sweepstakes,"  and  you  become 
eligible  to 
win 


official  Pro  Pilot  gear.  As  a grand 
prize  winner,  you  will  soar  to  new 
heights  with  a rugged,  1940s- 
modeled,  classy  collectors-edi- 
tion  flight  bag.  Second-prize  win- 
ners receive  an  official  Pro  Pilot 
flight  cap.  This  adjustable  flight 
cap  is  embroidered  with 
the  Pro  Pilot  logo. 
The  "Beyond 
Real  Sweep- 
stakes"  is  sub- 
ject to  certain 
official  rules. 

To  obtain  the 
official  rules, 
click  on  the 
official  rules 
icon  at  www.sier- 
ra.com/pilot  or 


send  a 3 X 5 card  with 
your  name,  address, 
and  phone  num- 
ber to:  Dynamix, 

Inc.,  c/o  Sierra 
Pro  Pilot 
"Beyond  Real 
Rules,"  1600 
Millrace 
Drive, 

Eugene, 

Oregon  97403. 

Enter  to  win 
the  Beyond  Real 
Sweepstakes  by 
submitting  your  email 
in  the  area  provided  on  the 
Pro  Pilot  webpage.  Please  read 
the  Rules  & Regulations  before 
submitting  your  email. 
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lake  2 CD-ROMs  for  m 

Plus  1 more  at  great  savings!  (See  details  below.) 


if '16  Fighting  Falcon 

m Plit120,16mb 

Baseball 

QfcB/ Sports  a:  Pa*.l6n« 

IWinsen's  Odyssey 
/khwmre.OOS 
Flooqdan  30  Deluxe 
Morre'Pmonal  VKC 
Kid  IMoiits  Deluxe 
CMlrwtErtuaaoR.WC 
Harpoon  Oassk '97 
^eVsiraegyGiMi.WC.  16Mb 
The  11th  Hour 
MnctfiamOOS 
Screanter  2 
ARadeSMe.006,PHann 
Pod 

AiadeShle.M20. 16Mb 
Frcddt  Fish  2:  The  Haunted 
Schoolhouse 
(2iSriirsEdKaboii.\bC 
Links  LS  1998  Edition 
Sports.  P«it90. 16mb 
^ .iumpstart  Kindergarten  '98 

Nightmare  Creatures 
Style.  Pwt133. 16eb 
Lords  Of  The  Realm  N 
Sb»gyGam.OOS 


5135712 

5135386 

5123580 

5132383 

5125783 

5138285 

5854389 

5113887 

5188709 

5893488 

5121782 

5135188 

5135217 

5182188 

5134884 


Page  Sports 


()uake 

Node  SMi.  DOS.  Penbim 
Shadow  Warrior 
Arose  Shb  DOS. 


Football '98  5134785 


Sabre  Act  Conflict  Over  Korea  5132581 


5897982 

5118988 


FNN?MWiio«.Pwtl33. 16inb 

Aces  Collection  Series  5132888 

FkgMSiwbaon.OOS.  16fnb 

Mechwarrior  2 Mercenaries  5891985 

Anode  Style.  DOS.  J 

Mechwarrior  2:  Battle  Pack  5188581 
Afode  Shb.  PeWMi.  16Mb.  J 


Compton's  Interactive 
Encydopedia  *96  5128888 
Gen^  Rdertnce,  WC  PwtMw 

^ iRoad  Trips  Door  16  Door 
^M998Edrtion 
TnMl  486. 16Mb 
The  Oregon  Trail  II 

Net  Accelerator 


^jg^nwAfnerkan  Girls: 

NASCAR  Racing  2 
OmugSiniAaoii  16Mb 
Indycar  RadfM 

y-rft}  SMWtaaon 

Interstate '76 
Node  Shk.PMbM.  16Mb 
Graphks  Converter 
Hon«)1>monal  NC 
/^k\Mafter  Publisher  97 

' ^ IhMMltWiflnii  flQ 


Blood  51181M 
Arcade  Style.  DOS.  16mb.  J 


5129588 

5132482 


Gabriel  Knk|ht 
The  Beast  Within 

Shivers  hero:  Harvest  Of  Souls  5118882 
Mnnbpe.yvc.  12eb 

Caesar  II  5888608 

Owkfif  Ccmc.  OOC 


Duke  Nukem  3D: 

I.  Atomic  Edition 

’ Arcade  Style.  DOS  5185884 


Phantasmagoria: 
APiozleOfTl^ 
AdMwlxe.PeeaMm.l2wb 
Phantasmagoria 
MeodGaie : 

Over  1000  Drinks 


How  To  Select  CO-RO 
For  ituir  System. 

All  seleclibst  are  ifailable  ter  PC  oely. 

IMm  tUmwitt  mimmm  tfsi$m 

rtpeireeieeti  are  95  Meradaf  system 

a 46666  processor  mm  8ltt  RAM  S'/GA 
cai9. 200  MB  Nad  drwc.  doWe  sped  (2)^  dnei 
and  NyboeN  DOS  Wei  at  f«  ■ Mladoes  1$  DOS  node 
Wlurf  indicated.  t«JoysliCk.  PepTinier.  Pent*PefitiiM 
andltlC^bidewSSCflMMWtet^ 


Command  And  Conquer. 

Red  Alert  5i85i8i 

Strategy  Game,  DOS.  Pentium 

Command  A Conquer  5858288 

Sbalegy  Gone.  DOS 

You  Don't  Know  Jack:  Sports  5127118 
Sbm9t6Mm,iiC 

You  Don't  Know  Jack:  Movies  5127888 
SliMagyGane.NC 

Kki^  quest  Collection  Series  5127284 

ArtMfture  lX)S 

Zork:  Legacy  Collection  5114884 

IdMMure.:^ 

leisure  Suit  Larry  Collection  5116889 

AtVtfitbfe  00$.  eC 

Jr.  Hkjh  School  Success  5128509 

CMOrensEdKaioii.VIC 


5192911 

5884582 

5127888 


3D  Ultra  Pinball:  Creep  Night  5888288 


f:  UramUfer 

Wni  ^MMcSia  X|k  meWMiw 

a bebwiiat (HaMafMewfit 

WinDcl«te'97 

UWfties  5132284 


WarCraft  Battle  Chest  5123807 

Strategy  Game.  DOS 


The  7th  Guest 
IMnct  Gane.OOS 
Soda  Off-Road  Racing 
Dn>mgSMiMbi(w.Pwt90.^6r< 
Print  Artist  4.0 


Look  Ouest 

^S^sEducatnn  WC. 


5118218 


Betrayal  In  Antara 
RokPliyiie.0OS.PeiMum.l6nb 

Gear 

Arcade  Styk  PeRt100.16mb 
Police  Quest  Collection 

DOS 


SbMegy  Gaik.  PCM.  16Mb 
Resume  Maker  Deluxe  CD  5858703 
Honteemad.  NC.  P 
j^ShKindergarten  Blaster 
WC 


5129181 


5128488 


5884718 

5134883 

5889305 

5118888 

5132789 

5115992 

5129290 


Strwg^  Game.  PedSO.  16nb 
Blood  Omen: 

LagacyOfKain  T 
5121717 

Pok'layfig 
PeniOO.  i6mt 

CD-ROM 


DIRia 


A whole  rsew  way  to  get  the  most  exciting  CD-ROMs  • 

games,  reference,  edutamment  and  more  - al  at  great  prices!  Just  write  in  the 
selection  numbers  of  the  2 CD-FlOMs  you  want  lor  $4.95  each,  plus  sh^iping  and 
handbng.  In  exchange,  you  agree  to  buy  4 more  CD-ROMs  in  the  next  2 years,  at 
our  regular  pnces  (currently  as  low  as  ^.95.  plus  shipping  and  handhng)  • and 
you  may  cancel  membersivp  at  any  tune  after  doing  so.  What's  more,  you  can  get 
one  more  CD-ROM  nght  now  for  the  low  price  of  $19.95  and  have  less  to  buy  later 
(see  complele  details  in  coupon). 

FfMM  CD-ROM  magaxin#  sent  approximately  every  4-6  weeks  (up  to  13 
times  a year)  reviewing  our  Featured  Selectnn  - plus  scores  of  alternate  choices, 
mdudtog  many  lower  priced  CD-ROMs  And  you  may  also  receive  Special  Selection 
madngs  up  to  four  times  a year  (Thafsupto  17buyvigopporlunibesayear!) 

Buy  only  what  you  want!  N you  wavx  the  Featured  Setection.  do  notong- 
it  wiN  be  sent  automabcaly  If  you'd  prefer  an  alternative  selection,  or  none  at  aO.  |ust 
mail  the  response  card  always  provided  by  the  date  speofted  Youl  always  have  14 
days  to  decide;  if  not.  you  may  return  the  selection  at  our  expense. 

RAonay-Saving  Bonus  Plan,  if  you  oonbnue  your  membershk)  after 
fuffiiing  your  obfcgation.  youl  be  ebgible  for  our  generous  bonus  plan.  M enables  you 
to  enjoy  great  savings  on  the  CD-ROMs  you  want  • for  as  long  as  you  decide  to 
remain  a member! 

10-Day  Risk-frea  THal.  Wei  serto  detab  of  how  Columbia  House  CD-ROM 
Direci  works  along  with  your  nlroductory  package.  N you're  nof  satisfied,  return  every- 
ttmgwUhm  10  days  a our  expense  for  a ful  refund  and  no  furtoer  obbgalion 
Act  now,  merrt)ershtoin(}D-R(DMDimctrnaybelrniM 
For  fastar  sarvka.  uMyourcre(itcardaidcaiu8toi4ree24ho(xsaday 

1-800-792-1 000S5?' 

Check  us  out  online!  For  more  titles  . .to  order  , or  for  more  information. 

http://www.columbiahouse.com/cdrom 


I Columbia  House  CD-ROM  Direct  Sooin inj^on IN  47%0^S^ 

. Yes,  please  enroN  me  urxJer  the  terms  oulfined  in  this  advertisemen  As  a member.  I need  buy  just 
I 4 more  CD-ROMs  a your  regular  pnces  vnthm  the  next  2 years. 


Court. 


P'  r ! r f All  selections  are  available  for  PC  oniy. 


i Send  me  these  2 CD-ROMs  for  just  S4  95  each 
I plus $175 each shippmg/handling (totals 13 40)  L£ 


Write  n the  selection  #’s  below 


Buy  your  first  selection  ru>w  and  fiave  less  to  buy  later! 

□ Also  send  my  fvst  selection  for  $19  95  plus  $1  75  shippxi^handlvig  whch  I’m  addtog  to  my  $13  40 
payment  (total  $35 10)  I lien  need  to  buy  only  3 more  (nstead  of  4)  in  2 years 


(KSY/KS1) 

(KSZ/KS2) 


I 
I 
I 
I 

^ Accourn  f^urnbef  Ejip  K 

I My  main  CD-ROM  Interest  Is:  (check  one)  (Mow  vouir»M«wy*iiv«  to  ctioow  tram  «*yc«M9(xy  ) 

I O Entertaximent  D Education  Q Edutainment  Q Productivity 


Please  check  how  paying:  D My  check  is  erx^losed 

Charge  my  introductory  CD-ROMs  and  future  CD-ROM  Direct  purchases  to 

□ MasterCard  GotoeraCtub  □ AMEX  □ VISA  □ Discover 


(ndudMcMdrwiXMM) 


Name. 


Address. 


Apt 


I City. 


State. 


Zip. 


Note  ColumtM  House  reserves  tfw  ngM  lo  requeM  acKMbonat  xXormaaon.  lo  hmi  memoertfix)  or  rs|Kt  any 
appiK:aiion.  or  to  cancel  eriy  rnernber^  Offer  kniied  to  reatoents  of  Sie  conliguout  Urvted  States  Resid^  of 
Alaska.  HMraa.  Puano  Rco.  U.S.  tamionat.  APO  and  FPO  eddreaaes  piaaaa  wraa  lor  taparaia  offer 
Appbcebieielea  tax  added  10  alordera  Sg8<m030  01996  The  CokxrSM  Houae  Compwiy 


Know  JACK? 


On  Saturday,  October  ii. 
1997*  Kamil  Oubinski  of 
London,  Ontario,  Canada, 
was  reading  the  comics 
section  of  the  Windsor 
Sfor  when  he  spotted  a humor- 
ous installment  of 
Bill  Amend's 
Foxtrot.  The  comic's 
theme  focuses  on 
Jason,  a lo-year-old 
techno  genius. 

Jason  has  created 
some  games 
(spoofed  off  of  pop- 
ular real-life  games) 
for  his  website.  One 
game,  PAIGE  DON*  T 
KNOWfACK  is  a par- 
ody of  Berkeley's 
YOU  DON*  T KNOW 


JACK.  For  his  winning  entry  to  the 
Sierra  Sighting  contest,  Kamil 
wins  the  Sierra  game  of  his 
choice.  Rock  on,  Kamil! 

If  you  have  seen  a Sierra-fami- 
ly product  anywhere  (on  TV,  in  a 


newspaper,  in  a book,  etc.),  enter 
our  Sierra  Sighting  contest.  Just 
send  us  the  reference  or  a 
description  of  the  reference,  and 
you're  automatically  entered.  You 
can  enter  as  many  different  sight- 


ings as  you  want.  Send  entries 
to:  InterAction  Magazine; 
ATTN:  Sierra  Sightings;  PO 
Box  50038;  Bellevue,  WA 
98105-3008  or  email  them  to 
interaction^ierra.com. 


I 

I 

I 
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Red  Baron  II— The  Baron  Is  Back 


Enter  the  "Baron  Is  Back" 
sweepstakes,  and  you 
may  be  eligible  to  become 
part  of  WWI  history  with 
your  very  own  Red  Baron 
II  genuine  leather  fighter  jacket. 
Complete  with  the  Aces  logo  and 
the  Red  Baron  II  insignia,  this 
distinctively  rugged 
masterpiece 
will  make 


you  stand  out  as  a true  Red 
Baron  fan.  You  can  check  out 
the  official  rules  by  tuning  your 
browser  to  www.sierra.com /rba 
or  by  sending  a 3 x 5 card  with 
name,  address,  and  phone  num- 
ber to:  Dynamix,  Inc.,  c/o  Baron 
Is  Back  Sweepstakes,  1600 
Millrace  Drive,  Eugene, 
Oregon  97403. 


Dynamix  will  be 
releasing  a Red 
Baron  II  Super 
Patch  sometime  in 
early  summer  1998. 
This  patch  will  contain  the 
much-anticipated  3D 
acceleration  support  for 
Red  Baron  II.  Support  will 
include  Glide  and 


Direct3D.  These  formats 
support  3D  graphic  accel- 
eration cards  such  as 

Diamond’s  Monster  3D.  A 
full  listing  of  3D  accelera- 
tion card  support  will  be 
listed  on  the  Red  Baron  II 
website  at  vmim.sierra 
.com/rb2  in  the  very  near 
future. 


J 
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Check  Out  Our  New  Gaming  Website 

Diamond  Underground 

http://www.diamondmm.com/underground 


Want  a killer 
experience? 
Just  check  out 
Diamond’s 
new  Monster  3D  II.  It’s  the  fastest  3Dfx 
Voodoo2  graphics  weapon  ever.  Monster  3D  II 
gives  you  more  speed,  more  action,  and  more 
gaming  power!  It  even  works  with  your  existing 
graphics  card  to  deliver  outstanding  3D  depth 
for  the  most  realistic  gaming  images. 

Fastest  V000002  Action! 

Monster  3D  II  features; 

•Screaming  performance 
at  over  60  frames 
per  second 

•Advanced  MEGAMonster ' dual  card 
feature  for  over  100  fps  at  1024  x 768  gaming 

•Glide  (Voodoo,  Voodooa),  DirectsD, 
and  OpenGL  acceleration 

•Superior  resolution  support  at 
800  X 600  with  Z-buffer 


SMB  Z-Buffering:  The  Monster  Advantage 

SMB  of  memory  allows  Monster  3D  II  to 
perform  Z-buffering,  so  you  can  play  games 
like  Quake  IITHexen  lITJedi  KnightTTurok”  and 
more  in  800  x 600  with  incredible  depth  perception. 


Limited  Time  Offer  For  Monster  3D  Owners 
Get  a $so  Upgrade  Rebate 
when  you  buy  Monster  3D  II. 

See  retail  box  or  diamond  wrebsite  for  details  of  the  maM-in-offer. 


Now  More  Than 

3 Times 


MONSTROUS  GAMING  BUNDLE 

Monster  3D  II  comes  with  a collection  of  today’s  hottest 
3D  games,  including  the  Limited  Edition  Star  Wars 
Game  Pack  from  Lucas  Arts  — a Diamond  exclusive! 

•Special  Edition  Star  Wars'Game  Pack 
from  LucasArts"  which  includes: 

-Shadows  of  the  Empire*:  Battle  of  Noth'" 
-X-wing*"  vs.  Tie  Fighter'?  The  Academy'" 

-Jedi  Knight*":  Dark  Force^Tli-Pathways 
to  the  Force*" 

•Heavy  Gear  ’ by  Activision*‘-Full  Version 

• TombRaider  ll*"  by  Cidos  Interactive’" 

Special  Edition 

•Plus  3D  Game  Demos: 

Final  Fantasy7 
DaikatanaT  Joint 
Strike  Fighter  " and 
Flight  Unlimited*" 


ik 


U L T I 


■ D I A 


Accelerate  your  world. 


Enter  the  Monster  3D  II 
Sweepstakes  by  visiting  our  website  at 
http://www.diamondmm.com/monster3D2 


of  Diamond  Multimedia  Systems.  Inc.  Monster  3D  is  a trademark  of  Diamond  Multimedia  Systems,  Inc  All  other  trademarks  are  the  property  of  their  respective  owners 


Can’t  wait  for  the  year’s  hottest  action 
game?  InterAction  writer  Paul  Quinn 
hacks  through  a level— and  takes  you 
with  him. 


Half-LHe 


By  Paul  Quinn 

|ho  knew? 
[Who  could 
have  fore- 
seen the 
accident? 
Nobody.  That’s  why  they’re 
called  accidents.  The  disas- 
ter has  fractured  the  fabric 
of  space  and  time,  and  now 
hordes  of  creatures  are  run- 
ning rampant  in  the  compiex — 
clomping,  oozing,  and  slithering 
through  the  damaged  Portal  that 
appears  to  lead  to  some  arcane 
world.  I am  a doctor,  not  a 
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Green  Beret,  but  apparently  1 am  the 
only  one  around  here  with  his  wits  in 
the  vicinity  of  his  head.  With  a scav- 
enged 9mm  and  a crowbar  as  my  only 
negotiating  tools,  I must  find  my  way 
out  of  this  Drooler-infested  silo. 

OK,  take  a deep  breath,  push  the 
elevator  button.  The  doors  open  to 
a headcrab  chewing  on 
a scientist’s 
corpse. 

\ NASTY! 

It  drags 
the  corpse 
down  the 
hallway 
as  1 exit 
the  ele- 
vator. 

The 

monster 
seems 
happy  With 
it^Kal.  but 
growls  threaten- 
ingly. It  must  actually 


think  I’m  approaching  it.  “No  worries, 
Crabthing!  I won’t  mess  with  you,  if  you 
don’t  mess  with  me.” 

To  my  left  is  a single  door  and  a win- 
dow. Nearer  and  to  my  right  are  double 
doors.  I’ll  try  those.  Locked.  I can  see 
another  scientist  inside,  rigid  with  fear. 
It  has  been  no  use  talking  to  these  lab 
boys.  I think  their  minds  were  twisted 


by  the  accident.  Maybe  I will  find  some- 
one later  on  who  can  help  me,  but  for 
now.  I’ll  just  move  on. 

At  the  other  end  of  the  corridor 
stands  another  door  next  to  a large 
window.  Locked.  Down  the  corridor  I 
see  a scientist  screaming — pulling  and 
pounding  at  a door.  What’s  his  prob- 
lem? He  turns  and  runs  out  of  sight. 


OH  &#%@$&@%!!!! 

I freeze  There  is  nothing  I can  do  for 
the  |9oor  fool,  just  watclihim  disappear 
through  a hole  in  the  cefbng,  d^[agged 
kicking  and  screaming  by  some 
hideous,  slobbering  thing  int6  the 
acoustic  tiles.  His  pathetic,  tcntted 
screams  are  cut  short  by  a wef  munch- 
ing, followed  by...  “gulp!"  Whatejljll^lt 
Is,  it’s  a messy  eater.  I’m  outta  iiene! 

[Skeletal  oolnuiUuit— Keu 
Bixdwell,  Developer:  The  resuit  of 
Half-Life’s  skeletal  animation  system  is 
very  smooth,  realistic  motion  for  our 
characters.  This  system  also  lets  us  do 
several  additional  things  that  you  won  t 
find  in  other  games:  monsters  can  turn 
their  heads  to  look  at  you,  deathmatch 
opponents  show  proper  weapons,  and 
we've  created  scripted  sequences  that 
help  tell  the  story  and  make  the  world 
seem  much  more  alive.] 

Back  in  the  corridor,  1 take  a turn 
and  start  toward  the  door  at  the  other 
end.  There  is  a large  green  metal  box 
here,  but  I am  wasting  no  time  with  it. 
As  I draw  near,  a cooing/croaking  noise 
gets  louder.  Without  warning,  the  ceil- 
ing tiles  crash  down  and  three  crea- 
tures looking  like  a cross  between  a 


“The  environs  of  the  base  are  crawling,  sometimes 
literally,  with  activity,  and  the  game’s 
plot  unfolds  partly  through  the  use  of  strategically 
placed  story-driving  sequences — not  uncontrollable 
cinematics  in  the  vein  of  Resident  Evil  nor  a 


bunch  of  crappy  [full-motion  video],  but  real-world, 
real-time  scripted  events  that  happen 


•PCGtnes 


around  the  player.**  - 

Maybe  some  of  the  guards  survived. 

I break  out  the  glass  in  the  window  and 
crawl  through.  The  corridor  goes  off  to 
the  left  for  a bit,  then  turns  right,  out  of 
sight.  There  is  a table  with  a small 
metal  box  in  front  of  me  and  a green 
door  to  the  left.  I’ll  try  the  door.  It’s 
unlocked!  Let’s  see  what  I can  find. 


demonic  crab  and  a roasted  chicken 
come  tumbling  down  and  advance 
toward  me.  I could  blast  them,  but  I am 
low  on  ammo.  I better  look  for  another 
way  out.  Yow!  There  are  three  behind 
me  too!  I charge  toward  the  door,  dodg- 
ing these  “crabs” — they’re  not  as  fast  as 
they  are  ugly — and  try  to  open  the  door. 
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Feature  Article 


Action 


^sualize  Worldcraft 

SO  you  wanna  play  God?  You  want  to  create  your  own  levels  for  Hatf-Life? 

Levels  that  will  smite  the  unbelievers  and  cause  your  fellow  gamers  to 

prostrate  them-  

selves  before  you  and 
offer  a tribute  of  Cheetos 


and  Mountain  Dew? 

Search  no  longer.  WeVe 
included  Worldcraft  2.0, 
the  actual  game  editor  the 
designers  use,  with  Half- 
Life.  Worldcraft  is  an  easy- 
to-use  program  loaded 


r-d 

I 


with  tools  and  textures  for  m ? 


building  your  own  alien-  "mi 

infested  cauldron  of  may- 
hem. Best  of  all,  you  don't  have  to  be  a Portal  scientist  to  use  K.  You  can  manip- 
ulate character  behavior  and  game  Al  (artificial  intelligence)  with  Worldcraft 
2.0.  So,  you're  not  just  designing  your  own  levels,  you're  creating  your  own 
gzme.  A four-way  split 

screen  shows  not  only  dif-  ^ i ) 

ferent  wire-model  views  of  ■ M I ' 

your  evolving  world  but  an  " 

actual  textured  rendering  

as  well.  This  means  you 

the  game  to  check  out  g 

your  handiwork.  In  the  c£ 

beginning  there  was  dark-  fl 

ness.  Now  there's  ..  - 


‘‘Personally,  I think  it  is  the  combination  of 
Worldcraft  2.0  and  the  Half-Life  engine  that  is 
coolest.  Worldcraft  lets  level  designers  control  por- 
tions of  the  Half-Life  AI — not  just  build  architecture 
and  lighting.  Basically,  Worldcraft  2.0  and  Half-Life 
let  level  designers  be  game  designers.” 

— Gate  Newell,  Managing  Director  of  Valve  Software 


NOT! 

What  is  it  with  all  the  locked  doors?  Oh 
yeah,  disaster  protocol.  All  doors  lock 
in  the  event  of  an  accident  to  contain 
all  per.sonnel  for  easy  consumption  by 
twisted  alien  flesh  chomp>ers.  Dandy. 

Well,  if  sideways  doesn’t  work, 
how  about  up?  I see  a ladder  up 
where  the  tiles  caved  in.  but  I can’t 
reach  it.  How  about  standing  on 
the  green  box?  I probably  should 
deal  with  these  critters  first.  I 
Mi  ” pump  a few  rounds  into  the  near> 
^ est  one,  dodge  another  as  it  tries 
- to  leap  up  and  rip  off  my  face,  and 
bolt  back  the  way  1 came.  The  big 
— box  is  too  tall  to  get  up  on,  but 
“ how  about  that  smaller  one?  I slide 
the  small  box  off  its  table  and 
move  it  toward  the  big  box.  Hey! 
^ The  crabs  are  foliowing  me!  These 
things  are  smarter  than  I thought. 
OK,  slide  the  big  box  under  the  ladder 
and  slide  the  small  one  next  to  it.  In  two 
bounds  I am  on  the  ladder,  climbing  up 
^ into. . .yikes!  Headcrab! 

[Realism — ^Joha  Guthrie, 
Level  Designer:  We  really  want 
the  world  of  Half-Life  to  behave 
like  the  real  world.  For  instance, 
you  can  duck  behind  boxes  or 
crates  and  then  push  them  along 
the  floor  to  use  them  for  cover. 
Half-Life  is  also  a continuously 
evolving  world,  so  you  don  7 have 
to  sit  around  waiting  for  level  tran- 
sitions. And  things  happen  in  the 
environment — even  when  you're 
not  there.  When  you  return  to  an 
area  where  you  think  you've  killed 
all  the  creatures,  there  may  actually 
be  more  creatures  waiting  to  greet  you 
because  they've  been  breeding  white 
you  were  gone.] 

That  was  close.  I don't  want  to  find 
out  what  those  things  can  do  with 
those  four  claws.  OK,  through  the 
ducts,  pry  open  a grate,  and  I see  a 

scientist  behind  a window,  frantically 
pointing  at  a bullet-riddled  corpse 
and  something  I can't  quite  see. 
Something  awful! 

What  is  that  noise?  It  sounds  like 
a...Mini-Gun!!  OW!  OW!  OW!  Thank 
heaven  for  these  crates,  otherwise 
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Hali-Life 


By  Marc  Laidlaw 


eep  in  the  bowels 
of  the  Black  Mesa 
Research  Labs,  a 


decommissioned  missile  base, 
a top-secret  project  is 


underway. 
Information 
about  the  proj- 
ect is  strictly 
on  a “need-to- 
know**  basis,  and 
as  a low-level 


research  associate  you 
“need  to  know”  very  little.  Each 
morning  you  ride  the  train  to 
work  from  the  employee 
dorms,  you  put  on 


your  environmen* 
tal  protection 
suit,  you  enter 
the  test  cham- 
ber, and  you  run 


stress-tests  on 


whatever  odd  devices 
have  been  delivered  from  some 
other  nameless  part  of  the 
Black  Mesa  compound. 


accident.  Whatever  the  reason, 
reality  is  getting  all  bent  out  of 
shape.  One  minute  you're  doing 
your  job,  pressing  buttons.  The 
next  thing  you  know,  you're 


staring  into  an  alien  world. 


Something  huge  with 
too  many  arms  is 

t taking  a bite  out 
of  your  partner's 
face.  An  explo- 
sion of  unearthly 
light...then  darkness. 
Disaster.  Sirens  wailing. 
People  screaming.  And  every- 
where you  turn,  people  are 
dying— being  eaten. 

Monsters  are 
■ * everywhere. 

Monsters— 
there's  no  better 
word  for  them. 
You  head  for  the 
surface,  to  get  the 
hell  away  from  ground  zero, 
but  the  usual  routes  are 
unpassable— damaged  by  the 
disaster,  infested  with  head- 


But  this  morning 


is  different.  This  r 

,r  i u,  F 

morning,  your 
test  lab  is  sud- 
denly  the  most 
important  place 
on  Earth  — because 
something  is  going 
seriously  wrong.  Maybe 
it's  sabotage— maybe  it's  an 


fa 


ft-  * 


crabs  and  houndeyes 
j and  increasingly 

i 

larger  and  hun- 
grier creatures. 
Madness  is  the 
order  of  the  day. 
You  enlist  the 


help  of  traumatized 
scientists  and  trigger-happy 
guards  to  get  through  high- 


•w:  ap 

security  zones,  sneaking  and 
fighting  your  way  through 
ruined  missile  silos  and  Cold 
War  cafeterias,  through  dark- 
ened air  ducts  and  subter- 


ranean railways  where  you  You've  uprooted  a bunch  of 


dally  not  y^  thoggy  who 
made  it  all  |^ba<Ls#  much  for 
the  cavalry.  40 

4,  * 

When  your  own  spfdes  turns 
agninst  you,  where  do  you  turn? 


must  ride  a missile  transport 
sled  straight  into  the  jaws 
of  a slavering  night- 
mare. When  you 


come  in 
sight  of 
the  surface, 
you  realize  the 
aliens  aren't  your 
only  enemies— for  now  the 
government  forces  have  arrived 
with  heavy-weapon  goons, 
squadrons  of  ruthless  contain- 
ment troops,  and  stealthy 
assassin  gals.  Their  orders 
seem  to  be  that  when  it  comes 
to  the  Black  Mesa  labs,  nothing 
must  get  out  alive...and  espe- 


nasty  government 
secrets.  You've 

found  the  portal 

jP 

to  another 
world,  and 
^ an  alien  light 
comes  shining 
through.  Can 
it  get  any 


over  there? 
Some  things  you 


just  have  to  see  for  yourself. 


Marc  Laidlaw  is  a Half-Life 
Game  Designer/Writer,  as  well 
as  the  award-winning  author  of 
several  novels  including  Dad's 
Nuke  and  The  37th  Mandala. 
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Half-Life 


Action  Feature  Article 


r 


I’d  be  toast!  Who  is  that  guy,  and  where 
did  he  get  a Mini-Gun?  Well.  I’m  not 
hanging  around  to  chat.  Stairs!  Two 
flights  up  to  another  set  of  offices. 
While  pausing  to  scrape  my  wits  off 
the  floor,  I hear  a familiar  noise.  A 
couple  of  shots 


the  edge  for  a few 
tugs,  but  I think  that 
tentacle  got  the  better 
of  him.  This  place 
has  more  giblets  than 
a McNugget. 


into  the  ceiling 
drops  another 
headcrab  through 
the  tiles.  Several 
shots  spatter  it 
across  the  floor, 
but  I am  nearly  out 
of  bullets.  If  I had 
a more  powerful  weapon,  I might  give 
myself  better  odds  of  leaving  this  place 
breathing.  But  this  is  not  about  raw  fire- 
power, it's  about  staying  alive.  If  that 
means  running  like  a gazelle  on  steroids 
every  time  something  moves,  so  be  it — 
I’m  not  proud.  OK,  corridor  ahead, 
doors  on  either  side,  let’s  go  left. 

EwwH 

Those  scientists  have  got  to  stay 
away  from  those  vents.  He  held  on  to 


**..  JBnoastwrs  hacvt  enough 
bialas  to  rotromt,  go  rally 
some  homies  up  Uid  eomo 

back  to  fry  yowr  ass.” 


Let’s  Take  It 

Outside... 


f ^ 


Think  action  games  are  always  set 
in  dark  caverns  and  dungeons? 
Think  again. 


[Scripted 
Sequences — Doug 
Wood,  Animator:  IVs 

9 

not  always  best  just  to  kill  everything  that 
moves:  sometimes  you'll  be  rewarded  if 
you  try  to  save  someone's  life.  For  exam- 
ple, imagine  walking  down  a hallway 
and  seeing  a screaming  scientist  being 
pulled  into  an  open  vent  by  some  terrible 
creature.  If  you  choose  to  save  him,  he 
might  open  up  a secret  door  for  you  that 
has  a medkit  inside,  or  give  you  impor- 
tant information.  Plus,  we  just  want  peo- 
ple to  occasionally  catch  themselves 
screaming,  "Watch  out!"  to  other 
characters  in  the  game.] 

Let’s  try  that  other  door.  As 
I open  It,  a muffled  voice  shouts 
”Stopr  and  1 am  sprayed  with 
machine-gun  fire.  1 dive  back  into 
the  corridor.  Grunts!  These  guys 
are  supposed  to  be  on  our  side, 
but  now  they’ll  blast  anything  that 
moves.  Down  the  corridor  to... 
MORE  GRUNTS!  Not  waiting,  I 
pump  two  shots  into  the  first  sol- 
dier. Shouting.  “Medic!"  he  ducks 
behind  a pillar.  Man,  these  guys 
seem  a lot  smarter  than  before. 
Hiding,  following  me,  working 
together,  something  has  changed. 

[Advanced  AI — Steve  Bond,  AI 
Developer:  Half-Life's  A/ rarri^cia/ 
intelligence)  system  isn't  based  on 
hard<oded  "if-then" decisions. 

Rather,  it  uses  a more  flexible  module 
system,  which  means  we  can  create  a 


huge  variety  of  behaviors  for  individuals 


and  for  groups.  That  means  monsters 
are  both  smart  and  unpredictable.  Small 
monsters  can  perform  a threat  assess- 
ment, for  example,  and  go  recruit  others 
if  they  think  they  can 't  beat  you.  Your 
human  adversaries  can  coordinate 
their  movements,  so  some  may  provide 
cover  fire  while  others  advance  or  lob 
grenades  at  you  ] 

I charge  through  while  a second 
Grunt  clips  me  with  automatic  fire 
and  find  myself  in  an  office  waiting 
room  full  of  headcrabs.  Terrific.  A 
quick  move  to  the  right  avoids  the 
leaping  organic  Cuisinart.  I run  to  the 
back;  1 can  see  a security  guard  through 
a window.  Some  crowbar  action  gets  me 
in.  “Come  on,  Barney!  Let’s  blow  this 
place!"  The  terrified  guard  follows  me 
out.  We  find  we  are  able  to  loop  back 
behind  the  Cfnints  Wow  I think  thAt*< 
my  blood  on  the  wall.  There’s  another 
nail  in  the  coffin  of  my  mood. 

One  soldier  is  watching  the  lobby 
where  I disappeared,  the  other  is... 
oh,  so  that's  what  happ>ens  when  a 
crab  doesn’t  miss.  Barney  draws  his 
gun  and  shoots  the  Grunt,  the  Grunt 
starts  shooting  Barney,  1 run  like  hell 
toward  a flashing  exit  sign,  bleeding, 
out  of  ammo—but  still  breathing. 

Sorry,  Barney. 

So  much  blood,  so  much  terror,  and 
enemies  abound:  Half-Life  is  better  than 
no  life  at  all.  0 
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Sierra"  Title! 


et  a Sierra  On-Line  title  from  a 
selection  of  28  top  titles  the  first 
time  you  use  your  Sierra  On-Line 
MasterCard*  credit  card  for  a 
purchase  or  cash  advance 

Plus! 

O 10%  discount  on  all  Sierra 
On-I  ine  purchases  when  yon 
use  your  new  Sierra  MasterCard* 
credit  card  and  order  directly 
from  Sierra  On-Line. 

O 1%  rebate  on  all  purchases  you 
make  with  your  Sierra  On-Line 
MasterCard*  credit  card. 
Redeemable  as  $20  coupons." 

# NO  ANNUAL  FEE. 

# Low  introductory  Annual 
Percentage  Rate  (APR)  on  cash- 
advance  checks  and  balance 
transfers. 

# Toll-free  24-hour  Customer 
Service  365  days  a year. 


or  complete  attached  anpllcatton 
Mention  priority  coac  G2BF 
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Getting  in  and  out  of  Los  Angeles 
International  Airport  is  hard  enough 
when  you*re  a passenger.  Imagine 


piloting  the  plane. 


Sierra  Pro  Pilot 

WWW  Sierra  com/pNtt 

Oeveloper 

Oynamix 

Preferred 

Minimum 

Requirements 

Pentiutn  90+.  16MB 
RAM.  WIN95 

Format 

WIN95  CO  SS 

PHc.  M 

^S4Q‘i 

(Order  *83461) 

Available;  Now 

1.800.757.7707 

i 

By  Eric  Carlton 

YOU*VE  BEEN  ANXIOUSLY 
F the  release  of 

B ^ Pffot,  take 

B g^B^ 

sky’s  no  longer  the 
limit.  In  fat  it’s  only  the  beginning. 
Even  if  you’re  not  yet  one  of  the  mil- 
lions of  flight  Sim  fans  out  there,  you’re 
not  going  to  believe  the  rush  as  the 
frigid  waters  of  San  Francisco  Bay, 
which  dauntingly  mark  the  end  of  the 
runway,  come  rushing  at  your  Cessna 
CitationJet  at  1 15  knots.  Once  you  lift 
the  nose  and  are  airborne — ^you  own 
the  skies. 


Since  a truly  realistic  flight  sim 
should  be  every  bit  as  challenging  as 
flying  a real  aircraft.  I’ll  be  taking  you 
step  by  .step  through  a normal  takeoff 
and  landing.  After  you  have  accom- 
plished this,  you  will  have  all  the  skills 
you  need  to  go  out  and  explore  the 
skies  on  your  own. 

Choose  Your  Weapon 

Start  by  picking  your  aircraft.  Pm  Pilot 
has  five  sophisticated  flying  machines 
from  which  to  choose.  The  default 
plane  is  the  Cessna  172  Sky  hawk;  oth- 
ers include  the  Beechcraft  v35  Bonanza, 
the  Beechcraft  Baron  58,  the  Beechcraft 
Super  King  Air  D200,  and  the  Cessna 
CitationJet.  For  beginners  I would 

recommend  the  Skyhawk  due  to  its 
slower  speed,  which  gives  you  a little 
more  time  to  correct  yourself  if  you 
start  falling  out  of  the  sky. 

Next,  select  the  airport  you’d  like  to 
take  a spin  around.  1 flew  from  LAX 
since  I know  the  layout,  but  the  list  of 
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and  very  easy  to  follow.  In  fact  if  you 
view  them  all  and  understand  them. 

I’m  sure  your  ability  to 

C REALITY  CHEcIT) 


airports  seems  to  encompass  every 
runway  in  the  United  States.  I was 
amazed  at  the  accuracy  of  the  view 
outside  my  window  as  I lifted  off  and 
saw  the  familiar  landmarks  that  make 
up  the  vast  city  of  Los  Angeles. 

Preflight  Checklist 

Once  you  are  on  the  runway,  you  can 
view  a preflight  checklist.  And  in  this 


sim  it’s  not  a bad  idea  to  take  the  time 
to  read  the  background  materials  and 
view  some  of  the  instructional  video 
clips  that  come  with  the  game.  The 
First  night  video  is  very  instructional 
for  beginners  and  even  taught  me  sev- 
eral things  I didn’t  find  out  from  play- 
ing other  sims.  You  can  view  a clip  and 
then  jump  into  a situation  that  helps 
you  train  specifically  for  that  maneu- 
ver All  of  the  clips  are  very  well  done 


complete  a real  flight 
training  program  would 
be  greatly  Improved  over 
someone  who  hadn’t  had 
any  simulation  training 
at  all.  I found  a wealth 
of  information  that  I 
understood  much  better 
after  playing  this  sim 
because  of  the  clarity 
of  the  video  clips. 

I would  review  the 
following  clips  before 
attempting  your  first 
flight  unless  you  are 
experienced  with  simula- 
tors or  already  have  your 
pilot’s  license:  Normal 
Takeoff.  VY  Climb,  Level 
Off  From  Climb,  Constant 
Altitude  Turn,  Constant 
Airspeed  Descent,  Level 
Off  From  Descent,  and 
Rnal  Approach.  These 
are  only  a few  of  the 
clips  and  they  contain 
the  basic  information 
necessary  to  maneuver. 


Aaron  E.  Greene 
professionally 
flies  Lear  jets  for 
Airnet  Systems, 
Inc.  He  agreed 
to  put  Sierra  Pro 
Pilot  to  the  ulti- 
mate reality 
check— what  does 
a professional 
pilot  think  about 
the  sim? 

“The  actuality 
of  Pro  Pilot  is  very 
impressive,*'  he 
explains.  “The 
instrument  panel 
alone  is  so  true 
to  life,  you  feel 
like  you’re  really 
strapped  into  a 
172  (Cessna  172 
Skyhawk)!“ 


Takeoff 

I’ll  lead  you  through  the  basic  steps 
necessary  to  accomplish  a takeoff  and 
landing  (in  a training  flight  pattern) 
from  any  airport.  In  a training  flight 
pattern  we  are  taking  off  from  a run- 
way, making  a large  rectangle,  and  com- 
ing back  to  land  on  the  same  runway. 
There  are  terms  for  this  (as  I found  out 
in  one  of  the  video  clip.s 
and  had  verified  by  my 
friend  who  flies  a Lear 
Jet):  the  takeoff  is  gener- 
ally in  the  direction  of  the 
wind  (imagine  the  wind 
coming  at  you  parallel  to 

the  runway),  called  the 
upwind  leg.  Make  a hard 
90-degree  turn  across  the 
wind  and  this  is  called 
the  crosswind  leg.  Make 
another  90-degree  turn  so 
you  are  flying  with  the 
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simulation 


Hints  a Tips 


wind  and  this  is  called  the  downwind 
leg.  A third  90-degree  turn  perpendicu- 
lar to  the  wind  in  the  direction  of  the 
runway  is  called  the  base,  and  a fourth 
90-degree  turn  lines  you  up  directly  for 
your  final  approach. 

On  the  Tarmac 

Rrst  select  your  fuel  tanks;  on  the 
Cessna  Sky  hawk,  select  “B”  for  both. 
Next  turn  on  the  battery,  which  sup- 
plies power  to  the  magnetos.  Turn  the 
magneto  selector  to  “S”  to  start  the 
engines.  You  should  see  and  hear  the 
plane  respond  as  the  engines  come  to 
life.  Get  ready  to  maneuver  and  push 
the  throttle  control  to  full  power.  You 
will  slowly  start  down  the  runway. 
Watch  your  airspeed  indicator;  when 
it  hits  55  knots,  pull  back  on  the  yoke 
(or  joystick)  to  lift  off. 

Keep  your  eye  on  the  altimeter  (you’ll 
know  all  your  instruments  after  watch- 
ing the  Rrst  Right  clip).  When  you  get 
to  1,(XX)  feet  you’ll  be  high  enough  to 
start  a safe  turn.  Check  your  heading 
and  make  a note  of  it.  This  heading  will 
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TWIN  ENGINE  TERROR  101 


One  of  the  most  challenging  training 
procedures  student  pilots  must  master 
before  receiving  their  Twin  Engine 
Rating  is  recovering  on  takeoff  when 
they  lose  one  engine  on  a twin-engine 
aircraft.  Try  this: 

■ Apply  full  rudder  in  the  opposite 
direction  to  the  lost  motor  (to  keep 
the  aircraft  flying 
somewhat  straight). 

■ “Feather”  the  prop 
(change  the  pitch  of 
the  prop  to  a position 
where  it  produces 

no  lift  or  drag).  V — — 

■ Attempt  to  get  down  in  one  piece! 
This  is  the  hard  part,  because  you're 
operating  on  50  percent  power,  and 
that  power  is  asymmetrical.  You 
have  to  carefully  maneuver  down 
and  try  to  land. 


be  the  same  on  the  upwind  leg 
and  final  approach,  with  each 
leg  having  a heading  90  degrees 
from  the  last  until  you  come 
back  to  where  you  started. 

Constant  Altitucia  Ikim 

If  you  have  Other  Air  Traffic 
turned  on.  check  for  traffic  in 
the  direction  of  your  turn.  To 
start  your  maneuver,  turn  the 
yoke  and  push  the  rudder 
pedal  in  the  direction  of  the 
turn.  When  you  reach  a 
medium  bank  angle  of  30 
degrees,  center  your  yoke  and  rudder 
controls.  Increase  back  pressure  (pull 
back  on  the  stick  or  yoke)  to  keep  the 
craft  level  and  trim  the  aircraft.  Once 
you  are  in  your  turn  you  will  have  to  roll 
out  of  the  turn  halfway  through  to  align 
properly  with  the  next  leg.  In  this  case 
we  will  roll  out  at  45  degrees  since  the 
turn  is  a 90<legree  turn.  To  roll  out,  sim- 
ply turn  the  yoke  and  push  the  rudder 
in  the  other  direction.  Increase  forward 
pressure  (push  the  stick  or  yoke  for- 
ward) to  level  the  craft  and  retrim  if  nec- 
essary. This  is  a constant  altitude  turn 
and  you  will  use  this  same  maneuver  in 
the  three  remaining  turns  of  the  trip. 

Crosswind 

You  should  now  be  on  the  crosswind 
leg.  Keep  your  eye  on  the  altimeter  to 
make  sure  you  are  at  a safe  altitude 
(if  you  completed  the  turn  properly, 
you  should  still  be  at  around  1,000 
feet).  Ry  straight  and  level  for  awhile, 

— making  sure  that  you  are  at 
I cruising  speed  (1 10  knots 
. for  the  Cessna  Sky  hawk), 
and  then  complete  another 
constant  altitude  turn  to 
begin  the  downwind  leg. 

You  will  be  flying  parallel 
to  the  runway  for  most  of 
this  leg,  and  you  should  check  your 
right  or  left  wing  view  often  to  verify 
this  and  to  check  to  see  when  you 
should  begin  your  next  turn.  When  you 
are  a safe  distance  past  the  other  end 
of  the  runway,  complete  another  con- 
stant altitude  turn  to  start  the  base  leg. 

Once  again,  frequently  check  your 


right  or  left  wing  view  to  visually 
acquire  the  runway.  When  you  are  still 
a short  distance  from  the  runway,  com- 
plete another  constant  altitude  turn  to 
prepare  for  the  final  approach. 

Final  Approach 

You  will  be  reducing  power  as  you 
come  in  for  the  landing  because  you 
will  be  gaining  speed  from  the  descent; 
apply  carburetor  heat  before  reducing 
throttle.  Reduce  power  until  your  RPM 
gauge  reads  1700.  Keep  the  runway 
centered  in  your  window.  The  threshold 
of  the  runway  should  be  just  above  the 
nose  of  the  plane;  don’t  let  it  rise  too 
far  above  or  below  the  nose. 

Use  shallow  turns  to  correct  your 
approach  posture.  Extend  your  flaps 
to  full  and  maintain  your  airspeed  at 
65  knots.  Control  your  speed  by 
adjusting  throttle.  When  you  are  at  an 
altitude  of  20  feet  above  the  runway, 
reduce  your  power  all  the  way  to  idle; 
pull  back  on  the  yoke,  keeping  your 
nose  slightly  elevated.  Once  you  have 
touched  down,  hit  your  brakes  slightly 
to  halt  the  aircraft. 

If  everything  went  well,  you 
should  be  safely  back  on  terra  firma. 

If  not — well,  don’t  feel  too  badly. 
Remember — this  Is  as  close  to  flying 
as  you  can  get  while  still  remaining 

safely  on  the  ground.  Pro  Pilot  has 

earned  a place  in  my  software  library 
as  much  for  the  informative  training 
clips  as  for  its  fantastic  terrain  effects 
and  hyper-realistic  flight  model.  This 
is  a flight  simulation  program  that 
shouldn’t  be  missed.  49 
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By  Chris  Hudak 

Like  most  simple, 
obvious 
points. 

this  one  has  to  be 
delivered  through  a 
megaphone:  Missions^^ 
in  Red  Baron  //  have  a 
high  degree  of  what  the  mili- 
tary coyly  calls  “fluidity,"  which 
means  that  things  and  situations  can 
come  unstuck  in  unfunny  ways  quickly, 
instantly  boosting  the  Dire-O-Meter 
from  zero  to  extremely  hairy.  So  hairy, 
in  fact,  that  it*s  alarmingly  easy  to  for- 
get (amid  the  air-raid  sirens,  machine- 


gun  fire,  hissing  rockets,  jinking  dog- 
fights, and  general  avionic  ballyhoo) 
the  raw  fact  that  you’re  way  up  in  “bird 
land"  where  your  God  never  intended 
you  to  be  in  the  first  place.  Not  to  men- 
tion you're  strapped  into  a rickety, 
creaking,  temperamental  death-machine 
and  wrestling  a small  constantly  inter- 
acting quartet  of  forces:  gravity,  lift, 
drag,  and  thrust — any  of  which  could 
rear  its  ugly  Newtonian  head  at  a 
moment's  notice  and  kick  your  aviating 
ass  through  the  Big  Goal  Posts  In  the 
sky.  Before  moving  on  to  the 
specific,  Jutting-ch in  arenas  of 
actual  dogfight  tactics,  a few 
basic  considerations  should  be 
stored  securely  In  the  forebrain. 

Speed 

^ Quickness  kills.  It’s  all  very  well  and 
good  to  assume  a nice,  slow  approach 
as  you  coordinate  your  attack,  but  you 
must  commit  as  you  come  within  range 
of  the  enemy’s  guns.  Keeping  your 
speed  high  will  allow  you  to  instantly 
trade  your  velocity  for  altitude,  which 
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is  needed  In  post-bombing  or  poii- 
strafing  attacks.  Then,  there’s  thf  ‘ 
funo-rama  of  stalls:  when  the  flow 
of  air  over  your  plane’s  wing  is  inter- 
fered with,  a decrease  in  lift  results, 
and  you’ve  suddenly  got  a dive  on 
your  hands.  If  your  plane  stalls  out, 
the  speed  that  results  from  its 
subsequent  dive  is  the  only  thing 
that’s  going  to  save  it — provided 
you  have  time.  Which  brings  us  to... 

AltHud# 

Altitude  is  crucial  for  getting  the  literal 
upF>er  hand  in  attacks.  In  general,  if  j 
you  attack  from  above  an  enemy  pilot, 
you  will  be  able  to  conduct  the  attack 
on  your  own  terms,  trading  altitude 
for  speed,  if  needed  for  a pursuing 
dive  or  even  for  an  escape  maneuver 
of  your  own.  The  lower  enemy  must, 
conversely,  give  up  some  of  his  speed 
and/or  maneuverability  if  he  is  to  meet 
your  attack  and  In  the  meantime  will 
be  in  danger  from  your  guns  if  he  does 
not  literally  rise  to  your  challenge  (see 
Boeicke’s  Dicta  sidebar). 

Keeping  a good  buffer  of  altitude 
between  you  and  the  ground  will  also 
help  by  giving  you  the  necessary  time 
to  pull  out  of  dangerous  spins  and 
stalls.  Remember,  It’s  not  the  howling, 
flailing  fall  from  1,300  feet  that  kills 
you;  it’s  the  sudden  stop. 

Easy  • • • Easy... 

Overenthusiasm  can  be  your  worst 
enemy  in  Red  Baron  // — rushing  into 
attacks,  blowing  right  by  an  opponent 
who  calmly  arcs  around  and  stays  on 
your  Six,  overfocusing  on  targets  and 
forgetting  to  watch  your  back,  and 
especially  overcompensating  maneu- 
vers. These  old  birds  are  fragile  and 
twitchy.  Isn’t  it  enough  to  have  enemy 
guns  flakking  you  from  the  ground 
and  some  tenacious  Ace-hole  trying  to 
machine-gun  your  rudder  from  the  rest 
of  your  aircraft,  without  sealing  your 
own  fate  by  yanking  Into  a harsh  nose- 
up  and  tearing  your  airframe  to  shreds? 
Not  only  will  such  hair-trigger  actions 
endanger  your  plane,  but  they’ll  make 
keeping  an  eye  on  your  prey— often  lit- 
tle more  than  a dark  speck  against  the 


“...it’s  alarmingly  easy  to  forget 

(amid  the  air-raid  sirens,  machine-giin  fire, 

hissing  rockets,  jinking  dogfights, 

and  general  avionic  ballyhoo)  the  raw 

fact  that  you’re  way  up  in  “bird  land’ 

where  vour  God  never  intended 
% 

you  to  be  in  the  first  place.” 


glare  of  the  sky — much  more  difficult 

than  the  use  of  cool,  steady  maneuvers. 

Combat  Tips 

Some  general  combat  tips  to  keep 

in  mind: 

▼ The  cockpit  view,  realistic  but  clut- 
tered with  aileron,  prop,  gun-mount, 
and  other  visual  impedimenta,  isn’t 
for  everyone.  Try  experimenting 
with  the  chase-plane  view,  and  if  it 
works  better,  use  It.  You  may  even 
find  yourself  toggling  back  and  forth 
between  them.  This  is  also  a good 
way  to  find  the  ground  if  you  become 
disoriented  in  a climb. 

▼ The  ultimate  heart  of  the  dogfight  is 
who  can  out-turn  whom;  to  facilitate 
tight  turns,  bank  hard  to  one  side 
and  keep  the  nose  of  your  aircraft 
aimed  just  above  the  horizon. 

▼ Take  advantage  of  the  autopilot  fea- 
tures between  engagements,  espe- 
cially the  **alt-A**  command,  which 
will  take  your  plane  smoothly  to  suc- 
cessive waypoints — just  remember 
to  disengage  the  autopilot  (strike 
“A”  again)  if  trouble  shows  up. 

▼ Do  not  evade  an  attacking  pilot,  but 
make  every  attempt  to  engage  him. 
This  sounds  like  so  much  macho 
crap  but,  in  fact,  it’s  a way  of  saving 
your  own  skin.  While  you’re  run- 
ning...you’re  ruiiiiiiig,  and  you’re 
not  only  leaving  your  opponent 
unmolested,  you’re  taking  gunfire 
in  the  tall  where  the  enemy  can 
keep  a nice,  easy  bead  on  you. 

▼ Machine  guns  jam.  To  lessen  this 
possibility,  refrain  from  long, 
extended  bouts  of  gunfire  and 
instead  squeeze  off  shorts  bursts 
when  you  have  the  enemy  clean 
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“Isn’t  it  enoiTf^h  to  enemy  guns  flakking  you  ground 

and  some  tenacious  Ac^hole  tryir^  to  machine-gun  your  nulder 

from  the  rest  of  your  aircraft,  without  sealing  your  own  fate  by 
yanking  into  a harsh  nose-up  and  tearing  your  airframe  to  shreds?” 


in  your  sights.  You  can,  in  fact,  use 
such  shorts  burst  of  gunfire  as  a kind 
of  tracking  mechanism,  to  see  where 
your  initial  tracers  go  and  thus 
develop  a better  way  of  homing  in 
on  a target.  In  the  event  your  guns 
do  actually  jam,  hit  the  “U”  key 
repeatedly  and  hope.  Profanity  also 
seems  to  help. 


Disengagement:  He  Who 
Fights  and  Runs  Away 

Okay — sometimes,  thing  just  go  horri- 
bly. horribly  wrong,  and  the  best  thing 
to  do  is  just  leave.  The  hell  of  it  is,  you 
can’t  always  “just  leave,”  at  least  not 
without  getting  shot  full  of  holes  by  an 
attacker  who’s  not  willing  to  break  off. 
So,  it’s  a good  idea  to  bear  in  mind 
some  points  of  disengagement:  if  some 
Fokker  is  really  wailing  on  you  (or 
worse,  if  you’ve  managed  to  catch  fire), 
you  can,  given  altitude,  execute  a steep, 
speed-building  dive  to  escape  and/or 
put  out  the  flames.  Your  foe  may  give 
chase,  or  he  may  not,  but  in  either  case 
give  yourself  gradual  room  to  pull  out 
of  the  dive. 

▼ If  you  must  flee,  “jink”  from  side  to 
side  with  the  rudder  (the  rotation 
function  on  most  joysticks)  to  make 
a less  stable  target  of  yourself. 


rt  -\>i  irs  H-vM. 


User  ofitions  allow  players  from  all  skill 
levels  to  enjoy  this  epic  aerial  battle. 


Be  aware  of  the 
sturdiness  of  your 
aircraft  as 
opposed  to  your 
enemy’s — there 
may  be  maneuvers 
such  as  reverses 
or  dives  that  you 
can  pull  off  safely 
that  he  cannot. 
This  can  turn 
events  in  your 
favor. 


Oswald  Boelcke’s  advice 
to  German  pilots  on  aerial 
conflict  became  a formal 
combat-theory  document 
known  as  Boelcke’s  Dicta, 
a list  of  core  principles  of 
dogfighting  still  largely 
applicable  today: 


Eighty  Men 
Died  lYying 
to  End  That 
Spree 

Beating  Red  Baron  // 
at  its  most  realistic 
setting  is  tough — 
weapons  malfunc- 
tion, planes  (and 
plans)  fall  apart, 
panic  and  inexp»eri- 
ence  are  especially 
deadly  sins,  and 
sometimes  even 
locating  your  oppo- 
nent in  all  the  howl- 
ing emptiness  of  the 
airborne  battlefield 
can  be  a trick  in 
itself.  Due  to  the  very 
personal,  low-tech 
nature  of  these  early 
warbirds,  a large  part 
of  conquering  RBfr^ 
challenge  is  first  conquering  your  own 
ingrained  sensibilities  of  what  aircraft 
can  and  cannot  do.  When  you  think 
you’re  ready,  the  proving  grounds  of 
Internet  play  will  introduce  entirely 
new  and  uniquely  human  elements  of 
treachery,  cowardice,  creativity,  brav- 
ery, and  even  something  like  honor. 
Someday,  during  gameplay,  when  you’re 


1. Try  to  secure  advantages 

before  attacking.  If 
possible,  keep  the  sun 
behind  you. 

2.  Always  carry  through 
an  attack  when  you 
have  started  It. 

3.  Fire  only  at  close  range, 
and  only  when  your 
opponent  is  properly  in 
your  sights. 

4.  Always  keep  your  eye 
on  your  opponent,  and 
never  let  yourself  be 
deceived  by  ruses. 


5.  In  any  form  of  attack 

it  is  essential  to  assail 
your  opponent  from 
behind. 

6.  If  your  opponent  dives 
on  you,  do  not  try  to 
evade  his  onslaught, 
but  fly  to  meet  It 

7.  When  over  the  enemy's 
lines  never  forget  your 
own  line  of  retreat. 

8.  For  the  Staffel:  Attack 
on  principle  in  groups 
of  four  or  six.  When  the 
fight  breaks  up  Into  a 
series  of  single  com- 
bats, take  care  that 
several  do  not  go  for 
one  opponent. 


missing  a ronsidprahip  rhiink  of  wing 
and  your  guns  are  jammed,  you're 
liable  to  witness  an  enemy  pull  up 
alongside  your  plane  within  rock- 
throwing distance,  give  a jaunty 
waggle  of  his  ailerons... and  bank 
away.  He  won’t  get  any  points  for  it 
from  the  online  ranking  system... but 
he  just  might  get  a few  from  you. 
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They'll  draft  you,  bump  you,  steal  your  line.  You’ll  try  to  return  the  favor.  This  is  NASCAR 
Racing  2.  Add  the  NASCARs  Grand  National*.  Series  Expansion  Pack  for  12  tricky  new  tracks  and 
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Order  Today!  NASCAR  Racing  2-$39.95;  NASCAR  Grand  National  Expansion 
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Releasing  the  vast  world  of  Urak  from 
the  dark  throes  of  evil  is  not  a task  for 
the  weak  of  mind  or  heart.  Here  are  a 
few  basic  tips  to  aid  in  your  quest. 
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By  Josh  Dometrescu 

When  Lords  of  Magic,  the  intriguing 
new  fantasy/strategy  game 
from  Impressions  Software, 
opens,  all  of  Urak  is  under  the 
oppressive  rule  of  the  sinister 
Dark  Lord  Balkoth.  You  are  merely 
one  of  many  would-be  Warriors, 
Mages,  or  Thieves  (the  choice 
Is  yours)  who  starts  out 
with  all  but  nothing — 
traveling  the 
countryside 
with  a few 
poorly  trained 
military  units  in 


search  of  the  respect  and  loyalty  of 
the  citizens  of  Urak.  From  these  inaus- 
picious beginnings,  you  must  secure 
your  homeland,  fortify  your  defen.ses, 
and  rise  to  a position  of  wealth  and 
power  by  gaining  the  support  and 
loyalty  of  the  other  citizens  of  your 
tormented  world. 

Faith  in  Yoursalf 

You  begin  by  choosing  one  from  eight 
different  Faiths.  These  Faiths  define  a 
player’s  characteristics.  For  example, 
players  who  choose  the  Life  Faith  are 
granted  magical  powers  of  healing;  and 
regeneration,  while  characters  defined 
by  the  Death  Faith  are  prone  to 
inflicting  death  on  unexpecting 
victims.  Interestingly 
enough,  both  Faiths  have 
the  magical  ability  to 
raise  the  dead.  Throughout 
your  Journey,  you  interact 
with  a vast  array  of  differ- 
ent types  of  characters 
from  each  of  Urak’s  different 
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Faiths.  Take  it  slowly, 
but  always  bookmark 
the  back  of  your  mind 
with  the  ultimate  goal: 
the  liberation  of  Urak 
from  the  evil,  daunting 
grip  of  Lord 
Balkoth. 


Out  of  the  Darkness 

Since  you  start  out  with  a small  band 
of  low-quality  military  units  and 
knowledge  only  of  your  immediate 
surroundings,  the  first  step  is  to  do 
i a bit  of  exploring.  Rnd  your  Faith’s 
I capital,  and  be  on  the  lookout  for 
I your  Faith’s  Great  Tefiple.  The  Great 
) Temple  will  be  an  in^x)rtant  spot — 
i eventually.  Once  yoii  have  done  a 
\ bit  of  recoimoiterlrtg.  begin  to  exam- 
^ ine  the  various  structures  located 
I around  you.  Many  of  them  are  occo-^ 
j pied  by  the  uiUts  of  other  Faiths, 
l Relax — this  is  a'good  thing;  your 
I cause  urgently  needs  the  fame,  expe* 

! rience,  and  items  you  gain  from 
^ defeating  these  opponents — that  is. 
if  you’re  worthy.  ^ 

One  important  thing  to  be  aware 
of  as  you  scour  the  countryside  iff  ' 
search  of  youf  destiny  is  the  level  of 
your  potential  opponents.  This  number 
is  given  when  you  enter  an  occupied 
structure  and  tends  to  increase  as  you 
move  away  from  your  Faith’s  capital. 
Due  to  the  weakness  of  your  forces, 
begin  by  focusing  exclusively  on  Level 
1 and  Level  2 opponents,  leaving  the 


others  to  face  your  wrath  when  it 
becomes  more  mighty.  Once  you  can 
take  a Level  2 opponent  with  relative 
ease,  it’s  time  to  visit  the  barracks, 
hire  a couple  of  mercenary  units,  and 
liberate  the  Great  Temple  from  those 
who  have  desecrated  It.  Succeed,  and 
you’ll  be  the  toast  of  the  town. 

Home  Is  Where  the  Heart  Is 

You’ll  be  so  popular,  in  fact,  that  your 
co-religionists  will  declare  you  their 
champion  and  followers  will  begin 
flocking  to  your  cafnp.  So,  you  win, 
right?  Not  exactijj — Lords  of  Magic  is 
just  getting  started.  You  must  establish 
your  control  of  the  reins  o^^vernment 
In  your  region  at  the  same  tfme  as  you 
continue  the  liberation  of  surrounding 
structures  In  a search  of  experience, 
g(Kjds,  and  security.  Prudent  resource 
management,  both  life-critical  and 
social/ is  paramount  to  your  success. 

When  you  first  start  yoyr  adventure, 
you  are  automatically  granted  one 
Champion.  Your  Champion  Is  essen- 
tially your  field  general,  and  adding 
well-trained  Champions  to  your  mili- 
tary forces  is  critical  to  your  success. 
You’ll  notice,  upon  liberating  the  Great 
Temple,  that  you  now  have  two  addi- 
tional Champions  under  your  control. 
Immediately  put  them  to  work  as  build- 
ing stewards  or  military  leaders.  In  fact, 
your  town  and  all  four  of  its  outlying 
buildings — Barracks,  Library,  Mage 
Tower,  and  Thieves*  Guild — should  per- 
manently be  assigned  resident  units  of 
some  kind,  even  if  they  are  just  cheap 
reconnaissance  units.  This  will  allow 


Outwitting  Artificial  Intelligence 


Put  your  toughest  defensive  units  In  the  front 
and  protect  ranged  weapon-bearing  units  (such 
as  archers)  and  magical  units  In  the  back. 


you  to  interact  with  the  buildings 
without  having  to  directly  visit  them. 
You  can  rely  on  the  reports  of  your 
unit  leaders.  Always  be  alert  to  the 
benefits  of  each  building,  and  make 
sure  throughout  the  game  that  each 
of  your  new  followers  is  assigned  a job. 

Aside  from  the  continued  conquest 
of  basic  structures  in  the  vicinity  of 
your  capital,  you  will  now  have  an  addi- 
tional military  objective:  the  liberation 
of  specialized  structures  that  will  bene- 
fit your  economy.  These  Gold  Mines, 
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military 
you 
determine 
whether  the  computer 
thinks  it  has  a good 
chance  against  you  by 
the  alignment  of  its 

♦ 

forces  and  whether  they 
are  advancing  against 
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you.  Move  your  forces 
into  a secure  position. 

If  you  are  expecting 
to  have  the  burden  of 
attack,  keep  an  eye  on 
potential  avenues 
through  which  you  can 
engage  the  enemy's 
units,  specifically  the 


computer's  own  weaker 
ranged  units  and  magi- 
cians. Failing  to  knock 
these  units  out  early 
could  decide  the  battle 
against  you  if  you 
allow  them  to  pick 
off  your  troops  from 
a safe  distance. 
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Lords 


Strategy 


Strategy  Guide 


Branching  Out 

Eventually,  you’ll  l>egln  wondering 
what  lies  over  the  distant  horizon. 
Remember,  your  opponents  are  also 
gaining  strength  as  you  do.  Maintain 
steady  growth  in  your  magical  and 
thieving  abilities;  this  will  become  as 
important  as  developing  your  military 
abilities.  As  new  spells  are  learned, 
send  out  magical  units  with  your 
armies,  and  be  sure  to  arm  them 
with  plenty  of  mana  potions.  Take  the 
time  to  learn  how  to  effectively  use 
these  new  skills.  This  requires  some 
experimentation,  but  the  benefits 
reaped  could  mean  the  difference 
between  ultimate  victory  and  certain 
inglorious  defeat. 

Yes,  the  vast  virtual  world  that 
is  Lords  of  Magic  is  a dangerous  place, 
but  it’s  also  a place  peppered  with  the 
spoils  of  fame,  fortune,  and  power. 

Build  your  empire,  defeat  your  enemies, 
and  don’t  forget  to  save  your  game 
often.  That’s  the  key  to  any  strategy 
game,  and  when  it  comes  to  a sophisti- 
cated game  like  Lords  of  Magic,  it  very 
well  could  be  the  best  advice  of  all.  ^ 


Breweries.  Statues,  and  the  like  will  add 
to  your  income  each  turn.  You  may  not, 
however,  be  able  to  conquer  them  all 
immediately — anything  Level  3 or  4 will 
probably  have  to  wait. 

Once  your  region  is  secure  and 
operating  effectively,  you  can  explore 
the  lands  owned  by  your  neighbors, 
and  you  will  have  to  decide  what 
type  of  relationships 
you  will  have  with 
these  potential  rivals. 

If  you  successfully  build 
a solid  foundation  with 
would-be  allies  around 
you.  your  odds  of  sur- 
vival and  eventual 
supremacy  are  greatly 
increased. 


on 
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Are  You  Experienced? 

Perhaps  the  most  important  concept 
in  Lords  of  Magic  is  experience.  All 
facets  of  gameplay,  from  the  effective- 
ness of  military  units  to  the  ability  of 
Mages  and  Thieves  to  the  effectiveness 
of  one’s  Champions,  is  based  on  the 
experience  level  of  individual  units. 
Most  often  gained  through  military 
actions,  experience  can  be  imparted 
to  new  units  when  they  are  formed 
and  trained  in  a building  that  is  under 
the  stewardship  of  an  experienced 
Champion.  However,  experience  is 


gained  in  battle,  and  military  leaders 
who  are  always  out  campaigning  can- 
not be  home  training  troops.  Therefore, 
through  battle,  try  to  grow  the  experi- 
ence of  a Champion  until  he  or  she 
can  be  sent  home  to  handle  training. 

A second  concern  is  that  you  not 
allow  an  exp>erienced  unit  to  be 
so  injured  it  can’t  be  healed 
and  is  in  turn 
eliminated. 

After  all,  even- 
tually you  will 
run  out  of  Level 
1-4  victims,  and 
it  will  be  more 
difficult  to  build 
experience.  You 
need  to  balance 
the  effective- 
ness of  experienced  units  with 
the  need  to  preserve  them. 

There  are  a couple  of  good 
ways  to  do  this.  On  a strategic 
level,  include  low-experience 
troops  or  temporarily  hire- 
mercenaries  to  serve  as  “can- 
non fodder”  in  every  battle 
you  fight. 

On  a tactical  level,  carefully 
pick  and  choose  the  opponents 
for  your  better  units,  thus  mak- 
ing sure  they  at  least  survive 
every  engagement. 


Mounted  knights  on  their  warhorses  engage  a Barbarian  party  led  by  a warrior 
on  his  tiger  steed.  Chaos  battles  Order  for  control  of  this  mine. 


All  of  the  Lords  of  Magic  Faiths  have  units 
L that  correspond  to  a few  basic  military 
types:  ground  infantry,  cavalry,  and  archers/ 
slingers/spearmen.  Identify  these  as  soon  as 
possible  and  use  the  early,  easier  battles  to 
learn  your  units'  strengths  and  weaknesses. 
Remember  also  to  maintain  a good  mix  of  each 
type  in  your  party.  Responsible  party  and  bat- 
tlefield management  will  make  you  a more  sue 
cessful  and  more  popular  general. 
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Control 


3D~  GAMEPAD 


ThrustMaster’s  RAGE  3D  is  power,  precision,  and  wicked  control. 
Only  RAGE  3D  has  the  TWO-IN-ONE  D-PAD  that  switches  between 
unlimited  3D  ''analog^  control  and  the  regular  G-way  setting.  It's  like 
a game  pad  and  Joystick  in  one!  RAGE  3D  fits  ail  hands  big  or  small 
and  even  lets  you  map  your  favorite  moves  or  combinations  to  any 
button  for  total  domination!  So  bring  it  on,  RAGE  is  ready. 


■ IB  ® It 

THRUSTI¥iaSTER 


Exclusive 
Analog  & 8-Way 
D-Pad 


Two  Bottom 
Triggers 


■ 


f EATURES 


• Exclusive  ^^3D/2D''  D-Pod 

• 8 Programmable  Buttons 

• 2 Top  & Bottom  Triggers 

• 100*4  Digitol  Pertormoiico 

• DirectConnect  Technology 

• Simple  ''One  Touch " Setup 

• Multiployer  • Connect  4 

gome  pods  ot  once! 
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a Game 


hat  makes  a great  sport  franchise  tike  the 
World  Champion  Chicago  Bulls?  Years  of  hard 
work  in  both  the  front  and  back  offices,  building 
an  organization  with  the  best  players  and  the 
best  coaches.  The  same  goes  for  software  pub- 
lishers who  benefit  from  the  experience  gained  in 
producing  title  after  title,  year  after  year  with  the 
best  design  teams  in  the  world.  Sierra  has  come 
to  a place  in  its  long  history  where  the  wisdom 
gained  over  time  and  the  stability  of  success 
create  the  need  for  a metamorphic  transforma- 
tion—the  need  to  do  even  more.  Sierra  is  taking 
a bold  step  forward  and  gathering  all  its  best- 
selling sport  simulations  together  under  a brand- 
new  label— Sierra  Sports.  The  Sierra  Sports 
brand  embodies  a rededication  to  a philosophy 
of  excellence  that  in  turn  can  be  instantly  trusted 
by  sports  game  fans.  One  brand,  one  vision,  one 
uncompromising  standard  of  quality. 


r 


By  Steven  Dele  Gteenlee 

new  Sierra  Sports  label  comes 
a renewed  commitment  of  time, 
money,  and  passion  to  produce 
the  highest-quality.  most 
authentic,  and  most  fun-to-play 
sport  simulations  possible.  Read 
on  to  find  out  about  this  year's 
lineup  of  sport  sims  and  get  the 
inside  scoop  of  what  the  future 
holds  for  Sierra  Sports. 


rom  now  on,  all  the 
popul|r  games  produced 


und 

Pap 


MS  bi 


Front  Page  Sports  and 
brands,  including 
award-winning  games  and  simu- 
lations from  development  stu- 
dios—Dynamix,  Papyrus  Design, 
and  Front  Page  Development— 
will  be  unified  under  the  Sierra 
Sports  umbrella.  Along  with  the 


It’s  Just 


A Brief  History 

Sierra  is  one  of  the  oldest  gam- 
ing design  houses  in  the  indus- 
try. Ken  Williams  and  his  wife, 
Roberta,  started  Sierra  back  in 
1980.  The  success  of  the  compa- 
ny over  the  years  allowed  it  to 
acquire  other  well-respected 
game  designers  such  as 
Dynamix  in  1990  and  Papyrus 
Design  in  1996.  Partnering  with 
these  new  studios  meant  Sierra 
could  diversify  into  the  sports- 
simulation  genre;  Dynamix  spe- 
cialized in  league  sports,  and 
Papyrus  set  the  standard  for 
auto-racing  simulations.  Sierra 
realized  that  PC  sports  fan^_ 
wanted  more  than  twitch  or 
arcade-sports  gameS|fhey 
wanted  immersive,  t^e-to  lifei 


simulations.  Amon^he  first  of 
these  kinds  of  sims  was 
Page  Sports:  Football  Pro, 
where  you  could  noll|pnly  plaV^in 
an  arcade  mode  but  also  delved 
into  the  manager^  intimacies 
of  playma^hg,  play  calling. 

j 

coaching^drafting,  and  more. 

Altho^h  the  game  engines^ 
and  thetode  foundations  weie 
develoDid,  PCs  in  the  early<^y 


dropped  in  price.  Gamers 
upgraded  their  systems  like 
crazy.  Under  these  new  con-^l 
ditions— improved  chips 
and  an  expanded  base  of 
upgraded  gaming  PCs— 

Papyrus  and  Dynamix 
tweaked  their  sim  engines 
in  order  to  take  full  advan- 
tage of  the  more  powerful  com- 
puters. That  brings  us  to  this 
point  in  time  when  Sierra  has 
decided  that  sports  simulations 
should  be  more  than  just  sims— 
they  should  be  a comprehensive 
combination  of  the  competitive 
fun  of  arcade  games  and  the 
more  cerebral  management 
aspecfi  and  voracious  realism 
of  sim^tions.  They  should 
remain  true  to  the  details  of 
the  sport  while  utilizing  toda^  ..4 
tech^logy  t^mmers^  use'rs  In 
the' thrill  of  CMpetitofi^  It's  not 


Bass  products  and  our  entry 
into  unique  sports  categories 
[such  as  Ski  Racing],  At  the 
same  time,  we're  re-engineering 
our  approach  to  team  and  stadi- 
um sports  and  making  the  com- 
mitments necessary  as  a unified 
brand  to  be  number  one  in  every 
sport  we  compete  in." 


just  about  man  versuj^omput-  ^ 
^ er;  It's  about  man  vs;  man,  mai  j 
fvs.  nature/man  vs.#achine-^ 


j and,  most  imporwtly,  man^vs. 


himself. 


n vs.jK< 
orMtIv 


& 

*A  unified  Sierra  SporypTj 
will  Wip  undersj^ 

coAimitment  to  a broad  range  ^ 


1990s  couldrff  always  smoothl^^T' of  sports,"  says  Sle?^  SpSlt 


handle  the  hardware-intensive 
simulations.  But  in  1996,  things 
started  changing  in  the  PC 
world.  There  was  an  explosion 
of  chip  evolutions,  and  RAM 


Director  of  Marketing  Sean 
Gleason,  "...and  not  just  team 
and  motor  sports.  Our  product 
line  is  much  deeper,  including 
the  highly  successful  Trophy 
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TrueSwtng  and  polygonal  golfers  bring  the 
essence  of  golf  to  the  computer. 


Sierra  Sports:  Golf 

Spring  means  many  different 
things  to  different  people.  But 
to  millions  of 
people  out 
there,  it 


means  the  beginning  of  a new 
golf  season.  Thanks  to  Sierra 
Sports  Golf,  there’s  no  reason  to 


wait  for  the  sun— how  about 
some  links  on  the  PC?  Sierra 
Sports  Golf  exposes  you  to  a 


whole  new  dimension  in 
computer  golfing.  This 
sophisticated  game  features 
TrueSwing,  the  only  mouse- 
driven  swing  technique  that 
accurately  simulates  a real 
golf  swing. 

“TrueSwing  is  the  combi* 
nation  of  a mouse-based 
swing  and  a three  dimen- 
sional golfer,**  says  Designer 
Vance  Cook.  “So,  you  pull 
the  mouse  back,  and  the 
golfer  moves  with  you.  Push 
the  mouse  forward,  and  the 
golfer  moves  with  you— and  the 
pace  at  which  you  move  forward 
and  the  direction  you 
move  are  all  significant.** 
This  means  if  you 

push  the 
mouse 


to  the  left  or  right,  then  you’ll 
hook  or  slice.  If  you  pull  the 
mouse  back  too  far,  your 
golfer  will  topple  over  back- 
ward. To  master  TrueSwing, 
you  really  need  to  practice 
your  “swing.**  This  method  of 
swinging  in  computer  golf  is 
revolutionary  since  most  golf 
sims  use  a swing  wheel  and 
you  click  the  mouse  at  points 
along  the  wheel  to  determine 
your  hit. 

Cook  says  TrueSwing  pro- 
vides digital  golfers  with 
greater  satisfaction  when  they 
make  great  shots.  Besides  the 

more  realistic-acting  club 
swing,  the  3O  golfer  moves  in 
real-time,  creating  a whole 
new  feel  to  computer  golf. 

“We  worked  on  and  perfected 
that  [feel]  for  almost  two  full 
years— until  we  were  really 
happy  with  it,**  Cook  says. 

Sierra  Sports  Golf  does 


PURE  SPORT 


PURE  REALISM 


SmS 


contain  a higher  number  of  bD 
objects  than  other  computer 
golf  sims,  because.  Cook 
says.  “Just  viewing  2D  houses, 
bridges,  and  the  like  becomes 
boring  to  see  after  a while.  So 
much  about  the  game  of  golf 
is  visual,  and  we  took  great 
pains  to  accurately  represent 
that  in  the  game."  The  other 
important  aspect  to  the  sim  is 
that  the  ball  physics  are  more 
subtle  than  what  had  ever 
been  done  before.  A case  in 
point  is  that  Cook  and  his 
design  team  modeled  the 
ball  going  into  the  cup  and 
bouncing  around,  so  the  ball 
is  not  in  the  cup  until  it  hits 
the  bottom.  That's  the  founda- 
tion of  true-to-life  realism  on 
which  the  Sierra  Sports  brand 
was  built. 

Fishing 

If  you  long  to  compete  not  just 
against  yourself,  but  also 
against  Mother  Nature  herself, 
then  Trophy  Rivers  and  Trophy 
Bass  2 are  the  simulations  for 
you.  Trophy  Bass,  the  original 
sim  in  the  series,  was  one  of 
the  surprise  sleeper  hits  of 
1995.  The  gorgeous  scenery  and 
true-to-life  gameplay  continue 
to  keep  Trophy  Bass  2 and  the 
latest  in  the  series.  Trophy 


Rivers,  among  the  best-selling 
sport  simulations  released  to 
date.  The  reason  for  the  popu- 
larity of  these  fishing  simula- 
tions is  simple.  Game  Designer 
Michael  Waite  says  Trophy 
Rivers  is  “aware"  of  the  nature 
of  the  sport. 

“We  already  had  Trophy  Bass 
2 under  our  belts,  so  we  were 
pretty  clear  about  what  worked 
and  what  didn't  in  terms  of 
merging  the  reality  of  fishing 
with  the  intensity  you  want  from 
gameplay,"  explains  Waite.  “And 


now  that  we're  entering  the  fly- 
fishing world,  all  we  had  left  to 
include  were  the  particulars— 
what  is  it  about  fly-fishing  that 
turns  on  all  the  anglers?" 

Waite  says  they  found  fly- 
fishing is  an  equipment-inten- 
sive sport.  Anglers  have  to  deal 
with  a large  number  of  fly  pat- 
terns, fly  colors,  and  variations, 
as  well  as  rod  selection  and  line 
weight.  And  the  fish  Al  (artificial 
intelligence)  is  as  real  as  what 
you  could  find  in  any  real  river. 
In  order  to  catch  the  fish,  you 


have  to  gauge  and  account  for 
the  dynamics  of  moving  water 
as  well  as  determining  just 
which  fly  the  fish  are  hitting. 
“This  adds  a really  serious  and 
challenging  component  to 
gameplay,"  says  Waite. 

Trophy  Rivers  does  have  a 
fully  in-depth  game  of  spin- 
cast  fishing  as  well,  updated 
from  Trophy  Bass  2.  In  all, 

Waite  says  Trophy  Rivers  has 
the  depth  to  challenge  anglers, 
and  gamers  will  find  the  game- 
play a “blast." 

Ski  Racing 

One  of  the  newest 
entries  in  the  Sierra 
Sports  lineup  is  Ski 
Racing.  Again,  keeping 
with  the  Sierra  Sports 
philosophy  of  having  not 
only  a fun  arcade  mode. 
Ski  Racing  also  has  more 
of  the  depth  and  realism 
that  only  the  PC  can 
i bring  to  life. 

Ski  Racing  Project 
'Director  Mark  Crowe 
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says.  **Skl  Racing  is  a downhill 
racing  simulation  that  uses  high- 
ly developed  physics  models  to 
re  create  the  sensation  of  flying 
down  a ski  run  at  70  to  80  mph.** 
He  also  says  the  six  internation- 
al courses  are  3D-modeled  in 
such  close  detail,  even  World 
Champion  Picabo  Street  recog- 
nizes specific  details  of  each  run. 


“You  are  the  skier."  says  Crowe. 
“You  are  controlling  the  skier  as 
you  go  down  the  mountain.  You 
make  the  moves  to  cut  left  or 
right,  tuck  to  go  faster,  stand  up 
to  slow  down.  Sometimes  you 
can’t  slow  down  fast  enough." 

Besides  the  thrill  of  racing, 
the  simulation  provides  a depth 
of  gameplay  that  allows  you  to 


choose  your  clothing  and  skis, 
and  manage  the  details  of  your 
skiing  career. 

Three  or  four  ski  games  have 
been  made  over  the  last  couple 
of  years  by  various  gaming  com- 
panies. but  the  Sierra  Sports 
team  knew  that  the  technology 
now  existed  to  make  a skiing 
simulation  right.  Ski  Racing  is 


one  of  the  first  titles  using  the 
new  Oynamix  3D  engine,  and 
accurately  captures  the  thrill 
of  downhill  ski  racing.  Whether 
you’re  a skier  or  not.  Ski  Racing 
challenges  you  to  conquer  the 
mountain— and  yourself. 

Grand  Prix  Legends 

Expect  the  standards  of  racing 
realism  to  go  way  up  this  sum- 
mer when  a new  motor-sport 
racing  simulation  ships  from 
Sierra  Sports.  The  sim  is  called 
Grand  Prix  Legends,  and  It  will 
be  the  first  title  to  show  off 
Papyrus’  new  3D  physics  engine, 
an  engine  some  four  years  in 
the  making. 

GPL  Producer  Mike  Lescault 
says  Papyrus’  3D  physics  engine 
actually  simulates  real-world 
physics  more  accurately  than 
any  previous  racing  sim.  This 
means  the  cars  in  GPL  act 
“exactly"  like  real  racing  cars  did 
during  the  1967  season.  “When 
you  shift."  explains  Lescault. 

“the  entire  chassis  will  move. 
Back  then  you  could  have  one 
tire  on  the  car  lock  up  when  you 
hit  your  brakes  a little  bit.  When 
that  happens  to  you  in  GPL,  one 
tire  will  actually  lock  up  and 
smoke."  And  Lescault  explains 
that  you  can  catch  air.  He  says 
that,  because  of  the  exacting 
nature  of  their  new 
engine,  if  you  should  hit 
the  wall  during  a race, 
your  car  can  bounce  up 
a bit  and  catch  some  air 
that  in  turn  might  cause 
your  car  to  cartwhool  and 
over  end. 

The  new  3D  physics 
engine  in  GPL  also  means 
you  can  go  over  a little 
jump  and  have  one  tire 
leave  the  track,  and  then 
all  of  the  real-world 
physics  will  be  applied. 


PURE  SPORT,  PURE 


REALISM 


affecting  your  speed,  handling, 
and  mechanical  integrity.  All 
four  tires  have  been  individually 
modeled  as  well  as  part  of  the 
chassis  and  the  engine.  But  the 
car  is  not  the  only  aspect  of  6PL 
that  smacks  true. 

“WeYe  doing  everything 
we  can  to  get  these  tracks  as 
accurate  as  possible,**  Lescault 
says.  “That*s  something  weYe 


NASCAR  Racing  3 


always  true  to,  modeling  down 
to  the  finest  detail  each  bump 
and  curve  and  corner  until  it*s 
99  percent  accurate.  People  can 
see  a historical  race  and  then 
look  at  our  game  and  say,  *Wow. 
Look  at  that.  I know  that  corner 
because  I raced  it  in  GPL.*  And 
that's  the  level  of  realism  we 
aim  for— every  time  we  design 
a racing  sim.** 


In  the  fall  of  1998,  another 
motor-sport  sim,  which  will 
continue  to  push  Papyrus*  new 
3D  physics  engine  as  far  as  it 
can  go,  hits  the  market.  NASCAR 
Racing  3 will  have  all  the  racing 
realism  of  GPL  plus  enhanced 
opponent-car  Al  and  astonishing 
16-bit  graphics. 

Other  things  requested  by 


hard-core  fans  will  be 
addressed  in  NASCAR 
Racing  3.  Lescault  says  that 
because  of  the  tools  they 
used,  the  pit  lanes  had  a bit 
of  a curve  in  them,  but  not 
In  NASCAR  Racing  3,  The  pit 
lanes  will  now  be  straight 
ened  out.  “That's  what  our 
fans  told  us,  and  our  com- 
mitment is  unconditionally 
to  our  fans,**  he  says. 

Football  Pro  ’99 

In  Football  Pro  *98,the  naviga- 
tion front-end  was  overhauled 
and  the  stock  plays  were 
tweaked,  helping  to  perpetuate 
Football  Pro's  reputation  as  the 
best  of  the  gridiron  sims.  But 
look  out,  because  the  arcade 
engine  of  Football  Pro  *99  is 
being  re-engineered  from  the 
code  up  by  Front  Page 


Development,  and  the  result  will 
be  the  most  extensive  PC  foot- 
ball game  to  date. 

Producer  Mike  Branham  says 
Football  Pro  *99  is  a game  that 
unequivocally  simulates  league 
and  administrative  play,  but  the 
real  emphasis  is  on  extending 
our  lead  in  re-creating  total  foot- 
ball action  across  all  levels.  This 
year,  the  arcade  portion  of  the 
game  is  getting  beefed  up  to  a 
level  that,  to  date,  has  only  been 
achieved  by  console  games. 

Branham  explains  that  the 
Football  Pro  '99  arcade  mode  is 
so  sophisticated,  it  is  actually 
two  games  in  one.  He  says  the 
two  games  will  be  bridged  to 
complement  each  other,  but  their 
levels  of  realism  mean  one  can 
not  be  a component  of  the  other. 
“The  Sim  has  NFL  realism  to  the 
degree  that,  where  when  you  go 
out  there  with  this  defense 
against  this  offense,  it  should 
produce  this  result.  However, 


DirectX  instead  of  WinG.  And, 
like  Football  Pro  '99 , the  game 
is  so  big  there  are  in  fact  two 
games  in  one.  One  game  will 
be  the  league  management 
simulation  where  you  can 
become  a baseball  mogul,  and 
on  the  other  side  is  the  arcade." 
Rinard  also  says  confidently, 
“The  graphics  will  be  a big  step 
up  from  the  graphics  seen  on 
any  other  platform." 

Also,  all  players  will  be  3D 


the  game  of  football 
should  be  called  a genius, 
ius  is  somebody  like  Norman 


in  a true  arcade  situation,  it  is 
one  player  against  another,  head 
to  head  with  a joystick,  and  the 
stats  model  becomes  less  impor- 
tant—never  obsolete,  just  a 
bit  less  important.  What  we're 
after  here  is  the  total  football 
experience.  No  matter  how 
users  prefer  to  play  Football 
Pro  '99 , we're  gonna  ensure 
they  get  accurate,  real-world, 
competitive  fun!" 

Baseball  Pro  ’99 

But  for  now,  the  NFL  is  yester- 
day's news.  It's  springtime  and 
that  means  one  thing  to  sports 


of  those  captured  motions 
come  from  such  players  as 
NY  Mets  out- 
fielder Brian 
McRae  and 
the  Chicago 
Cubs  All-Star 
pitcher,  Steve 
Trachsel. 

Realism,  life- 
like gameplay, 
and  thrilling 
toe-to-toe 
competition 
are  just  a 
few  of  the 
surprises 


the  Baseball  Pro  '99 's  develop- 
ment team  is  willing  to  share. 
The  rest  will  have  to  wait  until 
opening  day. 

What’S  Next? 

The  future  does  indeed  look  very 
bright  for  Sierra  Sports.  Not  only 
will  there  be  sport  simulations 
steeped  heavily  in  realism  and 
gameplay,  but  also  there  will  be 
a real  commitment  to  provide 
the  very  best  value  to  gamers. 
Sierra  Sports  promises  unparal- 
leled support  of  its  simulations 
such  as  the  upcoming  launch  of 
Sierra  Sports  Golf  and  Fishing 

Einstein. 

-)oe  Theisman 
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Tournament  schedules  as  well 
as  building  online  communities 
so  gamers  can  meet  and  com- 
pete in  online  tournaments, 
exchange  ideas,  and  enjoy 
their  sport  of  choice  from 
many  different  aspects. 

Sierra  Sports  is  working  to 
earn  gamers*  respect  by  pro- 
ducing titles  that  embody  the 
sports  themselves.  The  graph- 
ics will  accurately  re-create 
what  you  would  actually  see 
if  you  were  in  a real  football 
stadium,  on  a real  baseball 
field,  or  racing  down  a real  ski 
run.  The  arcade  gameplay  will 
re-create  the  true  nature  of 
playing  a sport— the  running 
back  of  Football  Pro  *p9  will 
fly  down  the  field  under  your 
control,  reacting  like  a real 
player— cutting  left,  dodging 
right,  sidestepping  tackles, 
and  head  faking.  And  you  will 
swear  there  is  a real  trout  on 
the  end  of  your  line  in  Trophy 
Rivers.  Playing  Sierra  Sports* 
games  will  be  competition  in 
its  truest  sense.  Because 
that*s  what  sports  are  all 
about — competition. 

But  in  keeping  with  the  com- 
mitment to  create  real  sports 
gaming  on  the  PC,  the  simula- 
tions will  be  designed  to  allow 
you  to  become  fully  immersed 
in  the  sport  of  your  choice: 
completely  run  your  own  foot- 
ball league,  keep  track  of  all 
of  your  flies  in  Trophy  Rivers, 
or  carefully  guide  your  career 
in  Ski  Racing.  Arcade  action 
meshed  with  accurate  simula- 
tion creates  true  gameplay 
and  the  sensation  of  truly 
participating  in  America*s  most 
popular  sports.  That  is  exactly 
what  Sierra  Sports  stands  for. 

Sierra  is  thus  creating  an 
electronic  gaming  revolution 
that  will  redefine  the  way  you 
play  sports— forever. 


Future  releases 

Here  are  jut  I In  iia|$  ie  Sierra  Spirts  tnat  iffice  las 
piiMeP  fir  tiM  uar  love; 
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Available  Now! 

Sierra  Sports  Golf  i.o— Plus 
Black  Diamond  Ranch  & 
Pasatiempo  Expansion  Packs 

NASCAR  Racing  2— Plus 
Grand  National  Series 
Expansion  Pack 

Football  Pro  *98 
Baseball  Pro  ’98 
SODA  Off-Road  Racing 
M Trophy  Rivers 

H CART  Racing 

L Racing 
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Coming 

Soon! 

Baseball  Pro  ’99 
Football  Pro  '99 
Basketball  Pro  ’99 
Fantasy  Football  ’99 


Ultimate  Soccer  Manager  ’98 
NASCAR  Racing  3 
NASCAR  soth  Anniversary  Edition 
Grand  Prix  Legends 
Rivals:  Ultimate  Sports  Car  Racing 
Trophy  Bass  2 Deluxe 
Sierra  Sports  Golf  2.0 


ere's  your  chance  to  save  big  on 
erra's  top-sellers:  Just  order  two 
"^oducts  marked  with  the  special 
Free  Bonus  symbol  and  you  can  choose 
any  other  software  product*  shown  on 
the  next  five  pages  for  no  extra  charge. 
That's  right...  any  software  product  you 
want,  absolutely  FREE!  So  check  out  all  of 
the  top-selling  titles  on  the  next  five 
pages,  choose  the  ones  you  want,  and 
SAVE  when  you  order  direct  from  Sierra! 


WHENVOU  BUV  TWO  SPECIALLY  MARKED  PRODUCTS! 


PolceQiKt 
niMTZ 

Features  30  all-new 
real-time  missions, 
plus  a map  editor 
that  lets  you  create 
your  own  crime- 
ridden  scenarios  for  never- 
ending  gameplay  And  this  time  you  can  play 
the  heroes  and  the  bad  guys  against  as  many 
as  eight  other  players! 

#70310  WingSCD  $49.95 


FMtkal 
Ppi  '18 

N Design  your  own 

league,  run  a fran- 
chise from  the 
front  office,  call  the 
plays  on  the  side- 
lines or  join  the 
action  on  the  field!  Features  up-to-date  stats 
for  every  NFL  team,  plus  play-by-play  from 
Howard  David  of  CBS  Radio. 

#70030  WinOSCD  $29.95 


Red  BarN  II 

Fly  more  than  20 
vintage  aircraft  in 
the  skies  over 
Europe  in  the  sequel 
to  the  biggest  WWI 
flight  Sim  of  all 
time.  Features  texture- 
mapped  graphics,  a unique  new  Mission 
Builder  and  close-up.  head-to-head  dog- 
fighting action 

#83680  Win  95  CD  $54.95 


SURidig 

Bring  the  adrena- 
line-pumping thrills 
of  downhill  ski  rac- 
ing to  your  PC!  Ski 
five  different  events 
on  six  world-class 
courses  World 
Champion  Picabo 
Street  gives  you  tips  as  you  tackle 
Downhill.  Slalom.  Giant  ^lom.  Super  G 
and  Combined. 

#70075  Win95CD  $39.95 


Hie  BOWS 


BetPiyalii 

Mara 


You  must  restore  the 
balance  of  power  to 
the  Antaran  empire 
in  the  ultimate  turn- 
based  fantasy  role- 
playing  adventure 
The  rich  story  brings  to  life  a world 
where  magic  and  battle  mean  the  difference 
between  life  and  death. 

#83674  Win  CD  $49.95 


*NASCAR  Racmo  2.  CART  R^ng  and  Orivrf's  Education  DHuxa  Edition  are  not 
availaWe  as  free  bonus  selections  SpKial  oMer  valid  m the  U.S  and  Canada  only, 
lb  quaMy  for  a free  bonus  you  must  order  two  or  more  bf  the  speoaHy  markcd 
products  shown  on  pages  44  48  Products  purchased  separately  do  not  qualify 
No  Si4>stitutions  wW  be  allowed  Offer  limited  to  supplies  on  hand.  Priang  and 
availabdity  are  subject  to  change  without  notice  Offer  good  m U.S  and  Canada 
only.  Not  vaM  with  other  oNers  or  coupons  Offer  ends  May  31.  1990 


NeHfipe 

The  only 

authorized  Diablo 
expansion  pack 
brings  new 
adventures,  new 
weapons  anda 

whole  new  class  of  characters  to 
the  award-winning  Diablo.  Includes  single- 
player action  with  8 terrifying  new  levels 
with  12  new  weapons. 

#69957  Win  95  CD  $29.95 


SiMTiPn 
PM 

Fly  five  popular 
civilian  aircraft  in 
the  most  complete 
3D  flight  sim  ever 
created!  Pro  Pilot 
takes  you  from  ini- 
tial flying  lessons  to  solo  flight, 
includes  29  cities  across  North  America,  with 
! over  27  million  U.S.G.S  elevation  references. 

#83461  Win  95  CD  $54.95 


SDMtri 

MMfiolf 


ITS  18  holes  of 
out-of-control  fun 
that  takes  the 
wacky  world  of 
miniature  golf  way 
beyond  windmills  and  water- 
falls. Includes  all  the  classic  holes  you 
expect  — the  Windmill,  the  Big  Shoe  — 
plus  new  holes  you  won1  believe! 

#83609  Win  CD  $29.95 


Misdnfirce:  Cyfeerstmi  2 

Corporate  wars  of  the  future  take  shape  in  a strategic 
challenge  that  combines  real-time  action  with  turn-based 
strategy.  The  all-new  Cyberstorm  2 iofces  you  to  manage 
your  resources  in  order  to  build  a force  of  Bioderms  and 
HERCs  capable  of  taking  on  the  strongest  Cybrid  forces 
in  the  universe 

#69987  Win  95  CD  $39.95 


LopRs  of  MaHc 

Enter  a fantasy  world  that  combines  turn-based  explo- 
ration with  real-time  combat.  Features  a 3D  game  map, 
with  16-bit  SVGA  graphics  and  a powerful  3D  map  editor 
that  puts  you  in  control  of  terrain,  topography  and  texture. 

#70195  Win95CD  $49.95 


30  Ultra  PMaN:Tta  lost  CiNrtiMit 

You’ll  need  all  your  flipper-twitching  skill  to  work 
through  15  inaedible  3D  tables  in  the  face  of  danger- 
ous dinosaurs,  club-wielding  cavemen  and  treacherous 
prehistoric  terrain.  ITs  the  biggest  3D  Ultra  Pinball  chal- 
lenge yet! 

#83697  Win/Mac  CD  $42.95 


-SOO-T5T-TTOT 


iTnis  power- 
lul.  easy-lD- 
software 
includes  tour 
premium 
products;  JO 
Landscape. 
Photo  Land- 
Designer.  Garden  Encyclopedia 
zn6  3DDeck.  Together  they  give  you 
everything  you  need  to  txing  landscape 
projects  to  life  It  gives  you  full  color  photos 
and  detailed  information  on  over  3.500 
flowers,  trees,  shrubs  and  more. 


#69988  Wings  CD  $49.95 


Power  Ckess 


Play  the  Power 
Chess  King,  an 
adaptive  opponent 
who  stretches  your 
abilities  but  gives 
you  a fair  chance  to 
win.  Or  play  the  Power  Chess  Queen, 
powered  by  the  legendary  WChess  engine 
that  battled  IBM's  Deep  Blue  to  a draw 

#70280  Win95CD  $29.95 
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Trophy  Rivers 


Q 


HU  98 
Streets  Md 
DesthMtieiis 


PrMVtist 
Craft  Factiry 

Now  there's  a 
publishing  pro- 
gram just  for  kids! 
Print  Artist  Craft 
factory  includes 


USA  98  Streets 
and  Destinations 

includes  detailed  maps  of  all  50  states,  with 
detailed  listings  for  more  than  two  million 
hotels,  restaurants,  businesses  and  attrac- 
tions that  make  it  easy  to  plan  any  trip. 

You  can  even  customize  and  print  maps  in 
full  color  or  black  and  white.  Includes  hun- 
dreds of  dollars  of  valuable  travel  coupons 
and  a free  travel  guide! 

#69978  Win  95  CD  $49.95 


600  layouts  and  over 

5.300  colorful  graphics  that  make  it  easy  for 
kids  to  create  fun.  unique  greeting  cards, 
craft  projects,  signs,  poster  and  lots  more! 


The  team  that  brought  the 
excitement  of  li«;hing 
to  your  PC  now  brings  five 
blue-ribbon  rivers  right  to 
your  desktop.  It’s  a com- 
plete salmon,  trout  and 
steelhead  fishing  experi- 
ence with  all  the  challenges 
of  real-life  fishing 

#70060  Win  95  CD  $39.95 


Trophy  Bass  2 

The  most  popular  fishing 
Sim  ever  f^rtnrps  in  photo- 
realistic lakes,  more  rod 
and  lure  options  and  fishing 
tips  from  top  bass  fishing 
pros.  Plus,  now  you  can 
hook  up  with  your  fishin' 
buddies  on  the  Internet 


Nortliern  Lakes 
AdH  On  Pack 


Dringo  five  new  toKeo  to  the 
excitement  of  Trophy  Bass 
2 Battle  Northern  Pike. 
Muskie.  Walleye.  Sauger 
and  Rock  Bass  on  waters 
from  Michigan.  Minnesota. 
Wisconsin  and  more! 


#83695  Win  CD  $29.95 


#56950  Win  CD  $19.95 


#70160  Win  95  CD  $29.95 


PC  Gamer  Eittors'  Choice  Cillecflu 


Get  five  complete  games  that  earned  the  PC  Gamer 
Editors’  Choice  award  from  PC  Gamer  Magazine 
Includes  CART  Racing,  RAMA.  Caesar  It.  Front 
Page  Sports:  Go/^and  the  hilarious  YOU  DONl 
KNOW  JACK  Volume  1. 

#69955  WinCD  $19.95 


lords  Royal  Colloction 

Get  the  real-time  medieval  strategy  challenge  of  the 
smash  hit  Lords  of  the  Realm  II.  plus  the  new  Internet- 
ready  Lords  II  Siege  Pack  the  hard-to-find  original 
version  of  Lords  of  the  Realm  in  one  Royal  Collection. 

#70315  Win95CD  $39.95 


lords  of  the  Realm  II 


Chaos  reigns  across  the  land  as  you  lead  an  army  of 
knights,  archers  and  swordsmen  into  battle  and  try  to 
smash  your  way  to  the  throne  of  England.  Features 
single-player  or  head-to-head  real-time  medieval 
strategy  challenges 

#83710  Win  95/DOS  CD  $29.95 


lords  of  the  Realm  II  Siege  Pack 

The  new  Siege  Pack  for  Lords  of  the  Realm  II  lets  you 
jump  right  into  battle  with  20  new  battle  maps  that 
will  test  the  mettle  of  even  the  most  seasoned  war- 
lords. Also  includes  head-to-head  Internet  combat! 

#77100  Win95CD  $19.95 


OitpestS: 
Divided  Destiay 


TheOffIciai 
Elide  to 
Babytoi  5 


The  sequel  to  the 
most  talked-about 

• OUTPOST  i space  strategy  game 
of  all  time  combines 
an  all-new  story  with 
real-time  gameplay.  open- 
ended  multiplayer  missions  and  incredible 
65.000-color  graphics.  Play  head  to  head 
via  Internet,  network  or  modem 

#83726  Win  95  CD  $29.95 


CivflWar 

Geierals2 


Command  Union 
or  Confederate 
forces  in  40  Civil 
War  battles,  in 
action  that  takes 
you  to  both  the  Eastern 
and  Western  theaters.  Features  over  60  types 
of  weapons  and  many  new  unit  types,  plus  a 
new  map  editor  and  head-to-head  battles 

#70225  Win  CD  $49.95 


Tour  the  Babylon 
5 universe  with 
an  interactive 
reference  guide 
that  is  loaded  with  hun- 
dreds of  photos,  sounds  and  video  clips. 
You'll  learn  so  much  about  the  histories, 
biographies  and  workings  of  Babylon  5 
that  you'll  be  ready  to  sign  on  for  a tour 
of  duty 

#70185  Win  95/Mac  CD  $14.95 


BMeraUoRS 

Dekne 


Now  there’s  a 
family  tree 
prnoram  that’<; 

powerful  yet  easy  to  use. 
Generations  Deluxe  includes  4 CDs  with  all 
the  tools  you  need  to  pass  on  your  family 
heritage  Produce  beautiful  charts,  import 
photos,  search  family  records  and  more 
with  ease!  Includes  records  of  more  than  57 
million  people  and  links  to  over  26,000 
genealogy  websites 
#69953  Win  CD  $49.95 


as 


lor  tlcMih 


Red  Baron, 

Aces  of  the  Pacific.  Aces 
over  Europe,  the  first  A- 10  Tank  Killer 
and  the  1996  hit  Silent  Thunder:  A- 10  Tank 
Killer  II.  plus  the  Aces  of  the  Deep 
sutxnarine  sim. 

#76280  DOS/Win95CD  $39.95 


In  his  latest 
hysterical  outing. 
Larry  is  booked 
on  the  world’s 
gaudiest  cruise  ship 
the  PMS  Bouncy.  It  doesn’t  take  long  for 
our  hero  to  stumble  onto  a shipload  of 
beautiful  women  in  this  hilarious  'miss’' 
adventure. 

#83320  Win  CD  $49.95 
#13320  Mac  CD  $49.95 


Let  Larry  Laffer 
loose  on  your 
PC  with  five  Leisure 
Suit  Larry  releases,  including  the 
original  Land  of  the  Lounge  Lizards  and 
Leisure  Suit  Larry  6:  Shape  Up  or  Slip  Out. 
It’s  the  most  hilarious  game  series  ever 
created 

#73190  DOS/Win  CD  $39.95 


The  Irreverent  Quiz  Show  Party  Game! 


YOV  DON'T  KNOW  JACK 
Television 

Test  your  TV  smarts  as  you 
tackle  800  all-new  questions 
that  cover  50  years  of 
boob-tube  trivia.  It's  a witty, 
brain-twisting  mixture  that 
tests  your  knowledge  of 
celebrities,  sitcoms,  soaps, 
cartoons,  commercials 
and  more! 

#20221  Win/MacCD 
$29.95 


TOO  DONT  KNOW  JACK 
Hige 

It’S  the  biggest  JACK  ever.  Pul 
the  first  three  JACK  volumes 
together  and  you  get  over 
2.400  questions  that  test  your 
knowledge  of  every  aspect  of 
pop  culture.  Includes  YOU 
D0N7  KNOW  JACK  Volume  1. 
Volume  2 and  Volume  J. 

#20217  Win/MacCD 
$39.95 


YOU  00N7  KNOW  JACK 
VilwneS 

Tackle  800  outrageous  pop- 
culture  questions  in  the  latest 
irreverent  quiz-show  party 
game.  Includes  new  graphics., 
new  question  types  and  more^ 
of  the  witty  effects  that  make^^ 
JACK  the  ultimate  party  game 
for  pop-cuiiura  trivia  fans. 
#20212  Win/MacCD 
$29.95 


YaU  D0N7KN0W  JACK 
Pack! 

Get  three  complete  versions  of ' 
IY0UD0N7  KNOW  JACK 
logether  in  one  package  that 
saves  50%  off  the  regular  price. 
" The  all-new  YOU  D0N7  KNOW 
- JACK  Pac/r  gives  you  JACK 
Movies.  JACK  Sports  and  the 
new  JACK  TelevisiomW  for  just 
$39.95.  The  variety  will  keep 
you  laughing  for  hours. 

#69958  Win/Mac  CD 
$39.95 


Get  12 
Internet-only 
games  with  free, 
unlimited  Internet  play  on  won.net.  Sierra^ 
new  World  Opponent  Network  Includes  a 
multiplayer  version  of  Red  Baron  II,  Front 
Page  Sports:  Golf.  Hoyl^  Blackjack.  Lords 
of  the  Realm  //and  more! 

#69956  Win  95  CD  $19.95 


wr 

CART  Racial 

Experience  the 
200nr)ph  thrills  of 
Indy  car  racing  as 
you  race  15 
incredibly  realistic 
tracks.  With  CART 
Racing,  you  control  all  of 
the  options  that  real-life  In^  car  teams  use 
to  squeeze  out  every  last  ounce  of  speed 

(Prwiousljf  relosed  as  IndjiCar  Racing  N.) 

170400  Win  95/DOS  CD  $29.95 


KhuTs 
Qiest 
CiltecUM 

Get  all  seven 
Kingls  Quest 
adventures  in 
one  package  together  with 
three  additional  Roberta  Williams  hits: 
Mixed-Up  Mother  Goose  Deluxe.  The 
Dagger  ofAmon  Raan6  The  Colonel's 
Bequest.  That’s  10  games  in  all! 

#73120  DOS/Win  CD  $39.95 


Hoyte  Casiio 

Play  Vegas-style 
Slots,  Blackja^, 
Roulette.  Poker  and 
Craps  against  seven 
interactive  opponents 
in  more  than  50 
game  variations.  You  can  even 
play  Blackjack  and  Poker  online! 

#70270  WinCD  $29.95 


Hoyle  Classic 
Diard  Carnes 

Take  the  "bored"  out  of 
board  games  with  10 
family  favorites  Play 
Dominoes.  Chinese 
Checkers,  Battling  Ships. 
Backgammon  and  more  against  12  inter- 
active opponenb. 

#70240  Win  CD  $29.95 


Hoyle  Classic 
Card  Games 

Nobody  knows  card 

games  better  than 
Hoyle!  This  collec- 
tion of  12  favorites 
includes  Poker.  Gin 
Runvny.  Hearts.  Spades  and  more. 

Also  includes  two  bonus  board  games. 

#70255  WinCD  $29.95 
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The  Complete  MaeterCoeh  bite 

This  all-new 
collection 
features  three 
products  from 
the  best-selling 
cooking  series: 
MasterCook 
Deluxe  4.0.  Cooking 
Light  4.0ml  Graham  KerCs  Swiftly 
Seasoned  That's  over  4.500  delicious 
recipes  — an  $85  value  — complete  with 
all  the  MasterCook  features  for  only  $49.95. 

#70883  Win/Mac  CD  $49.95 

CempleteNome 


From  floor 
plans  and  dec- 
orating ideas 
to  remodeling 
and  repair 
techniques. 
CompleteHome  gives  you  four  full 
programs  that  help  you  design,  build,  dec- 
orate and  maintain  the  home  of  your 
dreams  Includes  Sierra  Home  Architect. 
SDDeck.  The  Home  Improvement 
Encyclopedia  and  Electrical  Wiring. 

#70001  Win  95  CD  $49.95 


Prhrt  Artist 
4.0  PlaUiMi 

Our  biggest 
home  printing 
package!  You 
get  Print  Artist 
4.0with  over  2,500  creative  layouts. 
32.000  beautiful  graphics,  7,000  photos 
and  300  fonts  in  a bundle  with  the  fun 
photo  tools  Power  Goo  SE  and  iPhoto 
Express. 

#70150  Win/Mac  CD  $49.95 


Pack 

Get  the  home 
publishing 
power  of  Print 
Artist  Classic 
(with  6.500  color- 
ful graphics)  together  with  The 
Incredible  Machine  3 0.  Hoyle  Classic 
Games  and  the  original  3D  Ultra  Pinball. 
Guaranteed  to  keep  your  family  entertained 
for  hours! 

#70180  Win  CD  $39.95 


Tee  It  Up  With  FPS:  Golf 


SODA  On-Rud  RKtm 

The  real  raci.ng  adion  begins  where  the  pavement 
ends*  Drive  three  ott-road  chassis  in  a simulaLon  that 
cmbines  down-m-the-dirt  arcade  action  mdt- 
mg  to  detail  based  on  rcaJ-nfe  physics 

#70375  Win95CD  $19.95 


Ff  Nt  Pw  Sprts:  6ilf 

EPS:  Golf  gives  you 
TrueSwing,  the  most  real- 
istic swing  control  ever 
offered.  Play  against  the 
computer  or  over  the 
Internet  on  three  stunning 
golf  courses  with  3D 
graphics  modeled  within 
inches  of  the  real  thing. 

«76060  Win  95  CD  $29.95 


Blacll  OiMMlf  RmcI 

M'liCim 

Tackle  Tom  Fazio's  famed 
'Quarry’'  course  in  this  18- 
hole  add-on  for  Front  Page 
Sports:  Golf.  You’ll  need  all 
your  skill  as  you  play  around 
the  jagged  cliffo  of  Black 
Diamond  Ranch’s  old  quarry. 

(Requirnyi  — m nf  FPS:  Sifc 

#83610  Win  95  CD  $19.95 


Qiest  lor  filofy 
CoHecdM 

Combine  character 
building,  combat 
and  stunning 
adventure-fantasy 
in  the  critically  acclaimed 
Quest  for  Glory  series.  Includes  the  first 
four  Quest  for  Glory  games,  plus  a special 
preview  of  the  upcoming  Quest  for  Glory  V: 
Dragon  Fire 

#73740  DOS/Win  CD  $19.95 


PasitlMpi 

AMOiCMra 

Add  the  challenge  of  The 
Pasatiempo  Golf  Club  to 
Front  Page  Sports:  Golf  It's 
the  most  realistic  representa- 
tion of  the  challenging  golf 

found  on  Coiifornto'a  rugged 

Monterey  Peninsula. 

(AiiuiiesfiiviamfFSP 

#69980  Win  95  CD  $19.95 


SMversll: 
Harvest  of  Tools 

Welcome  to 
Cyclone,  a bizarre 
town  on  the  edge  of 
madness,  where 
uncertainty  preys 
upon  your  fears  as 
you  search  for  your  missing  friends  through 
the  twists  and  turns  of  a chilling  3D  horror 
adventure  that  will  grind  you  into  your  seat 

#83174  WinCD  $49.95 


Print  Artist  4.0 


Get  Print  Artist  with  the 
EasyPhoto  ImageWave 
Scanner  and  Save! 


Cireetints  frtmt  tijr 
jj  TayUfr  family! 


fmageVJave  makp%  it  a rnnp  tn  rrnn 
photos,  text  and  graphics. 


The  all-new  EasyPhoto  ImageWave  is  the  first  flatbed 
scanner  designed  specifically  for  home  use.  Just  plug 

ImageWave  into  your  computer's  parallel  port  and  you 
can  scan  photos  or  documents  up  to  8 Vz  x 
1 1 */2  inches,  with  600  x 300  dpi  resolution 
and  over  one  billion  colors!  Unique  ClearScan  II  and  CIcarPrint 
technology  automatically  deliver  sharper  details  and  true  colors. 
You  also  get  Adobe  PhotoDeluxe  and  Xerox  TextBridge  OCR  soft- 
ware. Plus,  we'll  give  you  Print  Artist  4.0  Platinum  (a  $49.95 
^ value)  for  one  super<reative  value! 

finwfw  (h  Wnim) $1 1 995 
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ffYlfM-'ll  NASCAR 

NatlORal 

Series 

ExpaisioR  Pack 

Now  racing  fans 
can  drive  12  new 
tracks  against  the 
cars  and  drivers  from  the  NASCARt^ 
Busch  Grand  National  Series.  Includes  the 
California  Speedway  and  the  Texas  Motor 
Speedway,  plus  two  fantasy  road  courses. 
(Requires  NASCARn  Racing  2.) 

#70385  Win  95/DOS  CD  $29.95 


IWSCRR 

SKk^PH^B  wheel  of  a 700>hp 
stock  car  and  race 
against  the  actual 
cars  and  drivers  of 
the  NASCAR.  Winston 
Cup  series.  Includes  16  legendary 
NASCAR,  tracks,  with  incredible  realism 
that  really  takes  you  racing 

#83553  Win  95/DOS  CD  $39.95 


Football  Pro  '97,  Baseball  Pro 
'96.  the  original  Trophy  Bass,  a three  hole 
demo  olFPS;  Gotland  the  hilarious  YOU 
DOm  KNOW  JACK  Sports.  A musltor 
every  Ian! 

/70105  Win95CD  (39.95 


of  Cerilla.  Expand  your  realm 
through  conquest  and  alliance  in  a fantasy 
world  based  on  TSR‘s  ADVANCED  DUN- 
GEONS & DRAGONS. 

#83324  Win  95/DOS  CD  $29.95 


Qint 

CaNwtiM 

Join  Roger 
Wilco.  inter- 
galactic  janitor,  in  the 
most  hilarious  science  fiction  adventure 
send-ups  ever  to  come  to  your  computer 
screen.  Includes  six  outrageous  slapstick 
spoofs  from  Space  Oues/  /through  Spixe 
Quest  VI:  The  Spinal  Frontier 

#73110  DOS/WinCD  $19.95 


Jrivers 

Education 


Learning  to 
drive  has  @ 
never  been  * 
easier  or  safer. 


Now,  learning  to  drive  can  be 
sale,  fun  and  easy  with  the  new 
3D  driving  simulation  that 
provides  the  extra  hands-on 
experience  and  information  you 

iWWO  W pBSs  jvur  Ul  HP0I  B fBm. 

Driver's  Education  '98  includes  a 
Driving  Academy  complete  with 
over  SO  extensive  lesson  plans 
and  thousands  of  real-life  test 
questions,  plus  a complete 
Virtual  Qty  that  features  realis 
tic,  random  situations  youll 
encoimter  in  urban  and  rural 
driving  conditions.  Includes  rules 
of  the  road  for  all  50  states.  Ifs 
guaranteed  to  help  you  pass 
your  written  exam! 

Software  only. 

#83619  Win  95  CD  $39.95 


Choose  the  software-only  version  or  the  new 
Deluxe  Edition  that  also  gives  you  the 
Thrustmaster  Grand  Prix  1 steering  wheel  to 
create  a total  driving  experience 


plus  a map  editor 
that  lets  you  create 
your  own  crime- 
ridden  scenarios  for  never- 
ending  gameplay.  And  this  tinie  you  can 
play  the  heroes  and  the  bad  guys  against 
as  many  as  eight  other  players! 

#70310  Win95CD  $49.95 


The  Driver's  Education  '98  Deluxe  Edition  includes  a 
steering  wheel  for  a complete  driving  experience 

#69951  Win  95  CD  $89.95 


3 PiRcelliest 
Sl  Jvm  CiHectiM 

Take  0w  quest 
that  takes  on 
crime  with  the 
nfK)st  gripping 
series  of  law  enforcement 
simulations  and  adventures  ever  created! 
Five  complete  Police  Quest  games  in 
all.  including  Daryl  F.  Gates’  Police 
Quest  SWAT 

#72560  DOS/WinCD  $29.95 


Driver's  Education  '98 
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A.  Visit  your  mother-in-law. 

B.  Get  free  games  and  cash  back  from  Sierra. 


(SacBon) 


www.sierra.com/freegames 


Columnist  William  Trotter  takes  a retrospective 


look  at^the^uest  for  Glory  series,  and  explains 

\r  v\  i- 

wh^  the  final  'mtftallment— QFG  V:  Dragon  Fire— 

r i 

will  invariably  be  the  best. 


Quest  for  Glory  V:  Dragon  Fire 


wwwsierra.com/qg5 
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Sierra 
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By  William  R.  Trotter 

T WAS  NOT  your  typical  classified  ad: 
“WANTED:  HERO.  No  experience 
necessary.  Visit  beautiful  Spielburg. 
Rght  monsters.  Defeat  brig- 
ands. Reward  and  title  of 
‘Hero  of  Spielburg’  to  the 
successful  applicant.” 

This  alluring  job  descrip>- 
tion  formed  the  introduc- 
tion to  1989’s  Quest  for  Glory 
I:  So  You  Want  to  Be  a Hero? 

Evidently,  a lot  of  game  players 
did,  since  they  answered  this  ad  in  the 
tens  of  thousands.  What  they  discov- 
ered was  a gaming  experience  unlike 


any  other.  Sierra  was  already  known  for 
its  colorful  and  varied  series  of  graphic 
adventures  (indeed,  the  company  may 
be  said  to  have  defined  the  genre);  to 
those  tried-and-true  design  elements, 
QFG  / added  deep  and  highly 
addictive  elements  of  the  role- 
playing  genre.  The  result 
was  something  special. 

QFG  I was  a compelling 
mix  of  cliaracters  and 
quests,  seamlessly  wrapped 
up  inside  a real  story.  No 
mindless  hack-and-slash  dungeon 
crawls  along  a predetermined  path. 
Players  could  adopt  whatever  role  they 
felt  most  attracted  to— Thief,  Rghter, 
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Magician — and  their  gaming  experience 
would  be  significantly  different  accord- 
ingly. Each  type  of  would-be  hero  had 
the  same  ultimate  goal:  to  be  crowned 
“Hero  of  Spielburg,"  but  each  had  to 
follow  a very  different  path:  Magicians 
solved  puzzles  and  overcame  obstacles 
using  spell  casting.  Fighter-heroes  sim- 
ply bashed  through  resistance 
employing  their  martial  prowess, 
while  Thieves  needed  to  find 
deviously  subtle  methods  of 
advancing  their  quest. 

This  formula  may 
seem  self-evident 
now,  almost  10 
years  later,  but  at  ¥ 
the  time  QFG  / 
appeared,  it  was  new 
and  refreshingly  differ- 
ent. The  gaming  market 
was  already  glutted 
with  generically  similar  role- 
playing  games  that  seemed 
trapped  in  a lock-step  formula:  explore 
the  dungeons,  build  up  your  points  by 
killing  an  endless  stream  of  monsters 
and  evil  mages,  then  engage  in  a 
climactic  duel  with  the  Boss  Monster 
(a  cliche  formula  known  as  the  “Kill- 


the-Foozle“  syndrome).  Play  through 
such  a game  one  time,  and  you’ve  seen 
pretty  much  all  there  is  to  see. 

QF(j  /,  however,  introduced  the  then- 
revolutionary concept  of  “replayabil- 
ity. “ By  starting  each  game  anew  as  a 
different  type  of  character,  you  got  to 
experience  a whole  new  set  of  chal- 
lenges and  different  plot  twists. 

It  was  like  getting  three  games 
for  the  price  of  one,  and  con- 
sumers loved  it. 

The  success  of  the  first  game, 
of 

course, 
generated  clamor 
for  a sequel,  and  sequels  soon 
followed.  In  all  of  them,  the 
husband-and-wife  team,  Lori 
and  Corey  Cole,  imaginatively 
eschewed  the  bogus- 
medievalisms  of  so  many 
Tolkien-inspired  games.  QFX]  II: 
Trial  by  Fire  had  an  Arabian  Nights 
flavor;  QFG  III:  The  Wages  of  War  was 
set  in  the  veldts  and  jungles  of  a mythi- 
cal, but  still  recognizable,  Africa;  and 
QFG  fV:  Shadows  of 
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Darkness  transported  the  player  to 
Mordavia,  an  east  European  country 
with  a decided  resemblance  to 
Transylvania.  One  ingredient  of  the 
series*  continued  success  was  the 
Coles*  propensity  for  using  real  mytho- 
logical characters — such  as  Baba  Yaga 
and  Russalka — within  a fanciful  context 
governed  by  the  evolving  internal  logic 
of  the  games. 

Mora,  Kon...PleaM!! 

By  1993,  Sierra  had  published  four 
QFG  games,  and  while  fans  naturally 
had  their  favorites  and  their  somewhat- 
less-than-favorites,  players  who*d  fallen 
under  the  spell  of  the  first  game 
remained  intensely  loyal  as  the  cycle 
matured,  while  tens  of  thousands  of 
new  fans  came  on  board  with  each 
new  installment. 

And  then  the  series  ran  into  a 
metaphorical  brick  wall:  Sierra 
announced  that  QFG  fV:  Shadows  of 
Darkness  would  be  the  final  game. 

The  reasons  had  less  to  do  with  the 
products  themselves  than  with  chang- 
ing circumstances  in  the  PC  gaming 
marketplace.  Technology  exploded;  the 
socalled  “Hollywood  Paradigm** 
extended  its  venture-capital  tenta- 
cles throughout  the  industry;  and 
the  series  was  deemed  a wrap. 

Fans  of  the  QFG  series  were  not 
happy  campers  when  they  learned 
that  Shadows  of  Darkness  was  the 
“official**  end  of  the  series.  They 
bombarded  the  company  with 
email,  snalFmail,  phone  calls,  and 
long-range  mystical  incantations, 
pleading,  demanding,  begging 
for  MORE.  Some  QFG  addicts 
threatened  hunger  strikes  and 
self-immolation  (not  too  sure  how 
serious  the  latter  entreaties  were. 
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but  who  wants  to  have  that  on  their 
conscience?). 

Sierra’s  co-founder,  Ken  Williams, 
decided  that  Dragon  Fire  simply  had  to 
be  reinstated  on  the  agenda,  and  pulled 
out  all  the  stops  to  make  it  happen. 

He  knew  Lori  Cole  was  the  only  person 
who  could  see  the  project  through  in 
a manner  that  would  satisfy  the  fans 
(husband  Corey  was,  by  that  time, 
tied  into  other  commitments). 

“Sierra  made  an  irresistible  offer,” 
Lori  says.  “Everything  that  was  on  our 
*wish-list'  for  the  final  game,  we  could 
have:  the  time,  the  budget,  and  the  cre- 
ative resources  to  do  it  right.  All  the 
symbolic  and  thematic  threads,  all  the 
evolving  character  relationships,  every 
element  that  tied  the  whole  series 
together  in  one  great  narrative  arc,  all 
of  these  things  had  to  come  together  to 
form  a truly  satisfying  climax.  And  now 

v\v: 


Sierra  was  offering  the  resources  to  do 
that.  How  could  1 resist?" 

Dragon  Fira 

True  to  the  Coles’  tradition  of  embla- 
zoning each  game  with  a unique  geo- 
graphical environment.  Quest  for  Glory 
\/:  Dragon  Fire,  the  final  episode, 
derives  its  overall  mcx>d  and  appear- 
ance from  Greek  mythology.  There’s  a 
visually  stunning  sequence,  for  exam- 
ple, set  in  what  could  only  be  the  ruins 
of  legendary  Atlantis. 

The  game  takes  place  on  the  island 
of  Marete,  and  the  action  centers  on  Its 
fortress<apital,  Silmaria.  The  customs 
and  ambiance  are  inspired  by  the  great 
Minoan  civilization  of  Crete,  and  Marete 
itself — with  its  glowing  beaches,  azure 
skies,  and  quaint  seaside  villages — 
looks  like  the  kind  of  Aegean  island 
you  might  see  in  a Club  Med  advertise- 


ment. Within  this  fantasy  world,  in 
fact,  the  place  is  regarded  as  a lush 
resort,  widely  favored  by  the  leisured 
and  wealthy. 

But  when  the  game  opens,  there’s 
big  trouble  in  this  paradise:  A mysteri- 
ous assassin  has  just  slain  the  Ruler 
with  a poisoned  dagger,  Silmaria  is 
besiegeti  by  a mercenary  army  from 
Hispania,  the  once-peaceful  fishing 
villages  are  now  havens  for  blood- 
thirsty sea-reavers,  and  the  countryside 
Is  plagued  by  monsters.  As  if  these 
problems  were  not  enough,  the  land 
is  also  gripped  by  fear  of  an  ancient 
prophecy  that  foretells  of  a terrible 
dragon  whose  appearance  is  imminent. 

Sounds  like  our  Hero  has  his  work 
cut  out  for  him.  He  can  become  the 
Ruler  of  this  glorious  realm,  but  first  he 
must  pass  the  Seven  Rites  of  Kingship: 
Courage,  Freedom,  Valor,  Destiny, 


Be  honest.  One  of  the  first 
things  you  usually  do  when 
embarking  on  a longadven* 
ture  game,  is  shut  off  the 
soundtrack.  Once  you’ve 
heard  the  first  se^if  or  eight 
minutes  of  it,^ouV#heard 
everything'y^V'e  going  to 
hear  (pfll^ext  30  hours 
Repetitious 

b^itfality  has  been  the  norm. 
\Vhanks  to  the  work  of  com- 
p^fChance  Thomas,  Sierra 
We'^ldsto  break  that  pattern 
with  utcgon  Fire.  Available 
sepVat^  on  CO,  the  game’s 
soun^aci^N^containing  a 
bonus  e\ien)led  playable 
demo  of  tnlga>ne)  is  avail- 


able at  www.sierra.com— 
well  worth  playing  for  its 
own  sake. 

”1  think  we’ve  set  a new 
standard  with  the  CD  of 
Dragon  Fire's  music.  Long 
after  the  player  has  finished 
the  game  and  put  it  on  his 
shelves,  he  can  still  recap- 
ture the  moj^^y  listening 
to  thg^muslc/’ 

Chaifec’s  score— moody, 
colorful,  exquisitely  orches* 
Vated— does  indeed  set  a 
new  standard.  It’s  as  good  as 
anything  you’re  likely  to  hear 
in  a theater,  and  it’s  certain 
to  ”raise  the  bar”  for  other 
game  companies. 
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'0j|t  navigate  through  the  game  world  by^^ijs^of 
silky-smooth,  third'person, 
viewpoint  that  provides  unprecedented  tjri^ojn 


The  Rrst  Bank  of  Sllmaiia  is  warded  v^h  the 
latest  in  anti-Ihief  technology. 


You  can  prove  your  valor,  as  well  as  pick  up 
a few  drachma,  in  the  combat  arena. 


The  awe-inspiiiing  Dryads  of  the  woods  are 
sources  of  great,  though  cryptic,  wisdom. 


fi  explore  every  nook,  cranny,  and  angle  of  Sibnaria's 
lush,  high-resolution,  3D  landscape. 


well.  As  he  attempts  to  fulfill 
these  quests,  he  will  encounter 
a beautiful  woman  who  could 
become  his  destined  mate... but 
winning  her  will  not  be  easy  in 
an  environment  so  filled  with 
treachery,  intrigue,  and  danger. 

Fans  of  the  series  will  meet 
old  friends  such  as  Rakeesh 
and  Erasmus,  learn  new  skills 
(pocket-picking  and  swimming 
are  two  of  the  most  useful), 
discover  some  powerful  new 
Paladin  (a  superior  class)  abili- 
ties, and  learn  to  wield  new 
weapons  such  as  the  Ice 
Diamond,  the  Slasher-Dagger, 
and  the  Dragon  Slayer. 

You'll  navigate  through  the 
game  world  by  means  of  a silky- 
smooth,  third-person, 
cinematic  viewpoint 
that  provides 
unprece- 
dented free- 
dom to 
explore 
every 
nook, 
cranny, 
and  angle 

of  Silmaria's  lush,  high-resolu- 
tion,  3D  landscape. 

If  you’re  already  a QFX]  fan, 
the  above-listed  peeks  should 
already  have  you  salivating... 
and  those  are  only  a few  of 
the  highlights. 


ever,  and  for  strong  reasons:  “Every 
great  novel,  no  matter  how  much  you 
want  It  to  go  on  and  on,  has  to  have 
a climax  that  caps  everything  that’s 
gone  before,  wraps  up  the  loose  ends, 
resolves  the  conflicts,  and  brings  down 
the  final  curtain. 

“This  game  completes  an  epic  saga. 
Your  hero,  who  was  so  unsure  of  him- 
self and  hesitant  at  the  start,  really 
has  become  a hero.  If  the  adventures 
just  kept  rambling  on  through  ever 
more  diluted  sequels,  then  what’s  the 
significance  of  the  series  as  a whole? 
Without  a rousing  climax,  all  the  events 
and  challenges  you  experienced  in 
earlier  games  really  lose  their  meaning. 
In  Dragon  Fire,  your  destiny  is  fulfilled, 
your  quest  Is  triumphantly  concluded. 

You’ve  made  a difference  in  this 

fantasy  world,  you’ve  done 
it  all,  you’ve  become  a 
hero  of  Icfgendary 
stature,  and  now 
you  have  the 
opportunity 
^ to  become 
a great  ruler.  The  hero 
has  earned  his  rest,  and 
I think  it’s  very  satisfying 
to  let  him  live  out  the  rest 
of  his  life  in  your  imagination.” 
Lori  is  understandably 
proud  that  this  fifth  and  final 
Quest  for  Glory  game  will 
stand  as  a benchmark  in  gaming 
history.  It  pushes  the  technological 
envelope  and  achieves  a synthesis 


V- 

\ 


Conquest,  Peace,  and  Justice.  He  must 
also  find  the  source  of  the  dragon 
prophecy  and  quell  that  fearsome 
beast.  If  that  isn’t  enough,  he  must 
also  track  down  the  assassin,  whose 
list  of  potential  victims  includes  not 
only  our  Hero,  but  all  of  his  friends  as 


Where  Does  the  Series 
Go  from  Here? 

But  as  Dragon  Fire's  release  date  draws 
near,  Lori’s  still  besieged  by  fans  who 
simply  don’t  want  the  series  to  end. 
She’s  adamant  about  this  matter,  how- 


of graphic  beauty,  sonic  splendor,  and 
sheer  storytelling  power  that  fulfills 
every  dream  inherent  in  the  original 
concept.  How  many  artists — in  any 
storytelling  medium— can  witness 
their  vision  turn  into  reality  on  such 
ideal  terms?  /f 
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of  strategic  and  tactical  fun. 

This  overview  of  basic  SWAT  2 
multi-player  strategy  begins  with  a 
brief  examination  of  the  tasks  specific 
members  of  the  SWAT  Element  should 


to  SWAT  2 is  employing  sound  and 


effective  team  strategies. 


be  expected  to  perform. 


SWAT  2 


WWW  sierra  com/swat2 


Developer 

Sierra 


Preferred 

Minimum 

Requirements 

Pentium  9(K.  16MB 
RAM.  WIN95 


Format 

WIN95  CO 


Price 

$4995 

(Order  *70310) 


1.800.757.7707 


By  Brian  Boyle 

WAT  2 offers  exciting 
^ single-player  missions 

‘ as  well  as  a richly 
detailed  multiplayer 
gaming  experience  to 
everyone  from  combat-hardened 
veterans  on  down  to  the  green- 
est of  rookies.  Play  through 
the  challenging  multiplayer 
scenarios  built  into  SWAT  2, 
and  you  are  rewarded  with 
countless  hours  of  captivating, 
solid,  head-to-head  gameplay 
and  unparalleled  freedom  of 
movement,  as  well  as  an  abundance 


Tho  SWAT  ElomMt 

The  SWAT  insertion  team,  the  Element, 
is  a five-person  squad  composed  of 
several  experienced,  highly  trained 
LAPD  officers.  The  five  duty  assign- 
ments within  the  Element  itself  are 
Element  Leader,  Scout,  Rear  Guard. 
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and  two  Assault  officers. 
Should  you  choose  to  play 
the  role  of  the  good  guys, 
it*s  your  responsibility 
to  see  that  the  component 
members  of  your  SWAT 
insertion  team  stay 
on  task. 


with  your  Scout  may  save  the 
lives  of  your  team. 


Um  your  AsmuHots  for  fairly 
straightforward  applications  of 
force.  Going  through  doorways, 
entering  and  clearing  rooms, 
and  live-fire  contact  with  your 

terrorist  opponents— 

“ . . . before  you  start  having  too 


much  fun,  bear  in  mind  that 
the  game  scemnlos  herein 
are  based  on  actuai  LAPD  SWAT 
cail-ins.  Spooky.”  -Gamespot 


TIvo  Elomont  Loodor 

bears  the  responsibility 
for  every  aspect  of  the 
mission  and  must  ensure 
its  tactical  stance  through 
careful  distribution  of  his 
team’s  resources.  The 
Element  Leader  controls 
the  marching  order, 
assigns  the  Scout  and 
Rear  Guard,  and  dictates 
the  squad  formation.  The  Element 
Leader  also  dictates  the  maneuvers 
within  encounter-sp>ecific  tactics,  such 
as  entering  and  clearing  a room.  When 
you  choose  to  play  on  the  side  of  the 
SWAT  team,  you  are  the  “de  facto” 
Element  Leader. 

TH9  Scout,  as  the  point  person, 
precedes  the  Assaulters  Into  enemy 
territory.  The  Scout’s  fundamental 
use  is  as  a reconnaissance  unit— even 
employing  the  use  of  mirrors  to  check 
for  danger  around  corners.  He  reports 
back  to  the  insertion  team  upon  visual 
contact  with  the  enemy.  Therefore, 
the  Scout’s  primary  responsibility 
is  information  procurement  and  not 
necessarily  combat. 

Use  your  Scout  to  evaluate  a situa- 
tion. Scouts  can  remove  the  unknowns 
and  variables  from  any  given  scenario. 
Your  Scout  should  always  be  In 
constant  contact  with  the  Element 
leader.  The  information  you  secure 


the  duties 
and  respon- 
sibilities 
of  your 
Assaulters. 

As  a gen- 
eral rule,  don’t 
bother  assigning  one 
of  your  Assaulters  to  cover  your  back, 
that’s  what  your  Rear  Guard  Is  for. 
Have  both  your  Assaulters  and  your 
Element  Leader  take  up  flanking  posi- 
tions within  the  squad. 

WHMc  tH«  column  may  be  suitable 
for  a brisk  march  on  a sunny  day.  It  is 
rarely  appropriate  for  a tactical  situa- 
tion. The  fundamental  difficulty  with 
the  column  is  that  it  prevents  some 
members  of  the  Element 
from  providing  cover 
fire  for  the  rest  of  the 
insertion  team. 

A safer  application 
of  the  column  Is  to  send 
the  members  of  the 
team  down  the  passage- 
way one  at  a time.  Scout 
first.  When  the  bulk  of 
the  team  has  established 
a defensive  position  far- 
ther up  the  passageway, 
the  Assaulters  rejoin  the 
rest  of  the  team  and  the 
process  is  repeated. 


In  m defensive 
diamond,  the  five 
members  of  the  Element 
are  nearly  back  to  back. 

In  this  manner  all  mem- 
bers of  the  team  are 
able  to  support  each 
other’s  fields  of  fire.  Simultaneously 


What’S  New?  Tsrrorittt  taka  ovar  a plana  at  LAX- 
just  another  day  in  LA! 


the  team  is  able  to  hold  off  attacks  from 
multiple  directions.  The  defensive  dia- 
mond is  also  an  extremely  adaptable 
formation,  capable  of  changing  itself 
Into  almost  any  other  formation  quickly. 

f The  Softer  Side  o!  ^ 


SWAT 

SWAT  2 focuses  on  more  than  just  life-and- 
death  decisions.  A major  portion  of  the  game 
is  dealing  with  the  public  and  its 
perception  of  your  department— 
the  PR  factor.  Dependent  on 
the  public’s  response  to  a 
mission,  the  PR  factor  is 
^ the  sum  of  bonuses  and 

^ deductions  determined  by 

the  mission’s  outcome.  If 

/ 

your  PR  rating  drops  too  low, 
you  will  be  taken  out  of  office. 
Positive  and  negative  public  responses 
tie  In  closely  to  budgets  for  the 
upcoming  missions.  They  deter- 
mine whether  you  will  be 
outfitting  your  squadron 
with  $600  45-caliber  Colts 

or  $5,000  Heckler  and  Koch 

^ MP5  9mm  submachine  guns. 
When  basic  emergency 
medical  field  kits  cost  about 
$250  each,  you  have  to  do  what 
you  can  to  make  the  budget  stretch. 


WWW. Sierra. Com 
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SWAT 


Actlon/Strategf 


Hints  & Tips 


A5SIGNE 


&•»» 


Choose  from  100  LAPO  officers,  each  with 
unique  characteristics,  to  create  your  ultimate 
SWAT  team. 


comfortably  targeting  more 
than  one  of  your  Element 
members  at  a time. 

Terrorist  Tactics 

No  overview  of  SWAT  2 strat- 
egy would  be  complete  with- 
out at  least  a brief  glimpse  of 
the  philosophically,  polit- 
ically, and  other- 
wise diametri- 
cally opposing 
forces — the 
terrorists. 

Specifically, 
let’s  examine 
more  closely 
one  possible 
terrorist  tactic:  a 
game-plan  dubbed  **the 
wounded  soldier  tactic." 

A clever  opponent  playing 
the  role  of  the  terrorist  leader 
might  employ  “the  wounded 
soldier  tactic"  against  a partic 
ularly  overeager  adversary. 
However,  since  information 
is  preparedness,  your  under- 
standing of  this  enemy  tactic 
reduces  its  effectiveness 
considerably. 


EcH«lon  l«ft  A ecH«fon  rigtvt  are 

more  effective  tactical  variations  on 
the  column.  To  form  an  echelon  left  or 
an  echelon  right,  simply  stagger  your 
team  members  to  the  left  or  the  right 
on  a diagonal. 

The  application  of  this  tactic  is 
necessary  when  you  are  taking  enemy 
fire  from  either  your  left  flank  or  your 
right  flank.  Echelon  left  concentrates 
your  team’s  firepower  left  and  forward, 
while  echelon  right  brings  the  Element’s 
fields  of  fire  forward  and  right. 

Un«  abreast  is  as  simple  a formation 
as  the  column,  but  it  is  considerably 
more  effective  in  the  larger,  more  open 
areas.  By  simply  lining  up  the  members 
of  your  team  side  by  side,  you  provide 
maximum  firepower  in  a forward  action, 
with  multiple,  overlapping  fields  of 
fire.  This  also  prevents  each  member 
of  the  enemy  player’s  forces  from 


“Th«  Wounded 
Soldier  Tactic” 

This  stratagem  requires  only  one  or 
two  armed  terrorists  to  effectively 
tie  up  the  resources  of  an  entire  SWAT 
team.  Meanwhile,  the  balance  of  the 
terrorist  player’s  forces  con- 
tinues to  roam  free,  doing  just 
as  they  please. 

Essentially,  the  terrorist 
player  plans  an  ambush 
whose  purpose  is  not  to  kill 
their  opponents,  but  simply 
to  wound  them.  The  terrorist 
player  relies  on  the  highly 
principled  personal  integrity 
that  is  fundamental  to  the 
members  of  a SWAT  insertion 
team  for  this  plan  to  succeed. 

If  you,  the  SWAT  team 
leader,  are  forced  to  become 
preoccupied  with  the  safety 
of  the  individuals  within  your 


team,  you  cannot  focus  your  full  atten- 
tion on  either  the  hidden  terrorists 
picking  off  your  officers,  or  the  as  yet 
unrevealed  terrorists  executing  their 
despicable  scheme. 

In  other  words,  the  terrorist  player 
depends  on  you — the  player  represent- 
ing the  SWAT  officers — to  do  everything 
within  your 

^ power  to 

pruletl  your 
wounded 
teammates 
from  further 
harm.  If 
you  commit 
more  than 
one  of  your 
SWAT  team 
members  to 
aid  or  otherwi.se  assist  their  fallen 
comrades,  the  net  result  is  fewer  able- 
bodied  officers  available  to  combat  the 
actual  terrorist  threat. 

A Final  Word... 

Whether  your  opponent  is  human  or 
computer,  caution,  common  sense, 
and  careful  consideration  of  all  the 
possibilities  are  always  strongly  recom- 
mended. Be  ever-vigllant — be  at  all 
times  watchful  and  wary.  While  the 
single-player  Al  (artificial  intelligence) 
in  this  game  is  amazing,  there  are  few 
computer  opponents  as  devious  and 
cunning  or  downright  conniving  as 
another  human  being.  And  therein 
liesthefunof5WATZ  if 


TOYOTA 


RACING  DEVELOPMENT 


Toyota  Racing  Development  (TRD)  is 

your  sport  performance  parts  source  for 

cars  and  trucks. 

TRD  part  offerings  include: 

Supercharger  kits  Gas  shocks/struts 

Progressive  rate  springs  Strut  tower  braces 

Anti-sway  bars  Camshafts 

Exhaust  systems  Headers 

Carbon  Metallic^*^  brake  pads  Adjustable  cam  gears 

Kevlar^*^  clutches  Locking  differentials 

In  addition  to  marketing  o complete  line  of  sport  performance  ports  and  Toyota  Motor- 
sports-  and  TRD-logoed  apparel  and  merchandise,  Toyota's  performance  subsidiary  has 
produced  championship-winning  race  engines  in  the  United  States  since  1 979.  TRD  pow- 
ers teams  competing  in  the  Indy  Car  World  Series,  Pikes  Peak  Hill  Climb,  SCORE  desert 
races,  and  builds  engine  kits  for  the  Kool/Toyota  Atlantic  Championship  series. 

To  view  selections  from  the  sport  parts,  apparel  and  merchandise  catalogs  or  to  place  an 
order,  just  visit  your  participating  Toyota  dealer.  For  your  own  TRD  Sport  Parts  and 
TRD/Toyota  Motorsports  Apparel  and  Merchandise  catalogs  call  1 -800-688-591 3 or  fill 
out  a catalog  request  form  on  our  website  at  www.trdusa.com. 


Parts  Fit  The  First  Time 


CyberStorm  2:  CorpWars  to  tell  our 
readers  exactly  what  makes  this  game 
unique.  He’s  been  talking  ever  since... 


CyberStorm  2;  CorpWars 


WWW  sierra  C3m/cstMiM2 


I Available:  Spring 


Developer 

Dynamix 

Preferred 

Minimum 

Requirements 

Pernium  90+  16MB 
RAM  WIN95 

Format 

WIN95  CO  SiSi 

P.IC.  M 

S39  95 

(Ofttef  *6998/) 

1.800.757.7707 


By  Beth  Demetrescu 

WELCOME  TO  THE  world  of 
CyberStorm  2:  CorpWars, 
where  only  the  best  survive 
You’re  HERC  Commander  placed  in 
charge  of  all  forces  for  a corporation  in 
the  Typhoeus  system.  Your  mission  is 
simple:  gain  control  of  the  universe’s 
most  valuable  resources. 

Piece  of  cake,  right? 

Wrong!  Competing 


combat,  complete  with  rich  detail  and  a 
huge  array  of  technology  to  choose 
from.  Not  only  must  you  learn  to  fight, 
but  you  will  have  to  command  an  army 
of  heavily  armed  HERCs.  By  managing 
and  using  your  resources,  you  can 
achieve  the  ultimate  goal — the 
Typhoeus  jump  point. 

**ln  this  future,  space  travel  is  based 
on  jump  points.  You  can  travel  faster 
than  light  but  only  by  using  jump 
points,  or  folds  in  space.  They  allow 
you  to  pass  through  the  fabric  of  space 
to  arrive  instantly  at  another  point. 
Jump  points  cannot  be  created — they 
exist  only  where  they  exist,"  CyberStorm 


with  you  are  seven  other  corpora- 
tions— all  vying  for  control  of  the 
system  and  its  critical  jump 
point.  But  be  careful,  because 
they  don’t  fight  fair. 
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PACED,  ACnON-PACKED, 


AND  CHALLENGING 
AS  HELL 

Director  Graeme  Bayless  says.  The 
^yphoeus  system  Is  important  as  it 
has  a newly  discovered  jump  point — 
me  that  leads  to  the  other  side  of  the 
talaxy  and,  more  importantly,  to  a new 
(ystem  that  contains  many  new  jump 
Hnts." 

Bayless  adds.  These  jump  points 
lake  Typhoeus  of  critical  importance 
a potential  trade  center  for  the 
future.  Though  it  would  be  possible  for 
'this  system  to  be  shared,  in  the 
CyberStorm  2 future,  competition  is 
fierce,  and  sharing  is  only  a creative 
way  of  saying,  ‘I’ll  work  with  you  now 
and  stab  you  in  the  back  later*  So  the 
fight  for  Typhoeus  is  on.** 

RMl*Tim«  vs.  Tkim-Bas«d 

Unlike  most  games  in  its  genre, 
CyberStorm  2 is  both  a turn-based  and  a 
reaMime  game.  Originally,  the  team  had 
converted  the  entire  system  to  real- 
time in  answer  to  the 
pleas  of  many  of  the 
series*  fans.  However, 
they  also  heard  from  a 
lot  of  fans  requesting 
they  stay  with  a turn- 
based  system.  After 
Computer  Gaming 
Wortd  paid  the  team 
a nice  compliment 
last  year  by  saying, 

'"CyberStorm  was  the 
one  game  that  we 
didn’t  feel  needed  to 
be  real-time,**  a deci- 
sion was  made — “We 


felt  we’d  simply  give  them  imth," 
Bayless  says. 

The  real-time  l^ode  is  ev  e^ng 
real-time  players  have  come  to  cxpe<  t: 
fast-paced,  actfon-packed.  and  challeng- 
ing as  hell.  But  it  has  an  additional 
twist:  unlike  most  of  the  comr>etition, 
in  CyberStorm  2,  maneuvering  actually 
makes  a difference.  For  example,  duck- 
ing behind  a tree  can  be  effective  In 
hiding  from  the  enemy.  Likewise,  turn- 
ing a new  shield  to  face  your  enemy 
when  the  others  become  depleted  can 
be  critical  for  defense. 

In  turn-based  mode,  however,  the 
game  breaks  the  real-time  functionality 
Into  eight-second  Increments.  In  other 
words,  anything  your  vehicle  could  do 
in  eight  seconds  were  you  playing  in 
real-time  mode,  you  can  do  in  your 
turn.  This  will  control  weapon  rate-of- 
fire,  movement  speed,  shield  realloca- 
tion and  refocusing,  etc.  “We’ve  added 
a power  bar  that  shows  you  how  much 
energy  you  have  and,  as  you  fire  and 
move,  it  diminishes,**  Bayless  explains. 
“A  well-built  vehicle  will  have  sufficient 
power  for  firing  and  movement,  but  if 
you  underpower  your  vehicles,  they 
will  be  unable  to  move  their  full  eight 
seconds*  worth  and  still  fire  their  full 
eight  seconds*  worth.** 

Strategy  and  Action 

In  many  ways  CyberStorm  2 Is  two 
games  in  one.  As  well  as  the  com- 
bination of  real-time  and  turn-based 
gaming,  there  are  also  two  distinct 
“halves**  to  the  game.  The  first 


A HERC  is  a HERculean  Combat 
unit  (as  per  Earthsiege)  and  is 
one  of  three  vehicle  types. 
Basically,  a HERC  is  a giant 
armored  suit  (20+  feet  tall)  with 
a cockpit  from  which  the  pilot 
attempts  to  save  the  world. 

Biodenn 

A bioderm  is  a genetically 
engineered  pilot  that  is  grown 
in  a biovat.  They  are  humanlike,  i 
but  are  not  pure-strain  humans. 
They  think,  as  we  do,  but  are 

grr>wn  spArifir;tlly  tn  rnmmafwi 

the  combat  vehicles  in  the  game. 


rirnr.! 


Cybrids  are  computer-con- 
trolled vehicles.  Remnants  of 
the  Cybfid  Forces  remain  in 
the  Typhoeus  system -players 
must  always  be  prepared  for 
an  alien  encounter. 

Cybridgrm 

Cybfiderms  are  combinations 
of  cybrid  computer  technology 
and  bioderm  technology... 
think  Terminators  from  the 
movie  Terminator  and  you're 
close. 

Grav  Vehidfi 
Grav  vehicles  are  tanks  that 
fly  on  gravitic  suspensors. 

They  can’t  fly  high;  they  can 
only  fly  close  to  the  ground 
like  hovercraft. 


mmmm 


I > I 

DESTRUCTION  IN  A WINTER  WONOERLANO:  Take  the 
battle  to  your  enemies’  base  on  a wide  variety 
of  terrain. 


HOSTILE  CORPORATE  TAKEOVER:  En  route  tO 
combat,  forces  are  sent  from  their  base  to 
other  planets  to  attack  enemy  corporations. 
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TQRM  2:  CQRPWAR 


ActlonlStrategjf 


more  obvious 

aspect — the  battlefield.  Here 
you  maneuver  vehicles  and 
HERCs  and  fire  weapons  In 
order  to  win  the  battles. 

However,  there  is  an  entirely 
separate  game  element  that  is 
less  obvious  but  every  bit  as 
important — the  strategic  game. 

“You  are  one  of  eight  corpo- 
rations fighting  for  control  of 
this  key  star  system,  and  in  the 
strategic  game  you  will  be 
choosing  your  missions  and 
what  corporation  you  are  push> 
ing  against,"  Bayless  explains. 

“You  will  choose  your  research  distribu- 
tion to  control  what  types  of  technol- 
ogy you  get,  and  you  will  control  your 
facility  management — building  your 
base  to  better  prepare  for  enemy 
assaults  as  well  as  improving  your  facil- 
ities to  build  better  vehicles  or  grow 
better  bioderms.  Simply  put,  the  strate- 
gic/planning portion  of  the  game  is  just 
as  important  to  winning  as  is  fortitude 
on  the  battlefield." 

Of  course,  what  fun  would  any  game 
be  without  a healthy  stable  of  weapons 
and  vehicles?  As  well  as  trees  and  rocks 
to  hide  behind — lava  flows  to  use  as 
barriers  or  places  from  which  to  launch 
ambushes,  CyberStorm  2 provides  every- 
thing from  Particle  and  Ballistic 
Weapons  to  tanks  and  Grav  Vehicles. 

“The  weapons  break  Into  seven 
types,"  he  says.  “Energy  Weapons  (any- 
thing that  is  energy-based  but  does  not 
have  a recoil — mostly,  this  is  lasers). 
Particle  Weapons  (any  charged  particle- 
based  weapons).  Missiles  (any  weapons 
involving  propelled  trajectory  wea- 
pons), Ballistic  Weapons  (autocannons 
and  the  like),  ELF  Weapons  (man-made 
lightning  weapons,  using  electro-flux 
technology,  a unique  element  to  the  ES 
universe).  Plasma  Weapons  (hi-tech 
flamethrowers),  and  Advanced 
Technology  Weapons  (a  variety  of 
unusual  weapons)." 

Bayless  goes  on  to  explain,  “Vehicles 
break  into  three  general  types:  Tanks, 
HERCs,  and  Grav  Vehicles,  which  fur- 
ther subdivide  into  a total  of  26  chassis 


and  include  three  Cybrid  models.  The 


ii 


...IN  THE  CyberStorm  2 


FUTURE,  COMPETHION  IS 


FIERCE,  AND  SHARING  IS 
ONLY  A CREATIVE  WAY  OF 
SAYING  Til  WORK  WHH 


YOU  NOW  AND  STAB  YOU 


IN  THE  BACK  LATER.' 


n 


“Scripted  mi.ssion^  include  cxcltiriff 
details  tnat  increase  the  richness  of 
the  actual  mission.  There  are  storyline 
elements  connecting  several  of  these 
missions,  making  them  miniature  caii^ 
paigns."  Bay  less  explains.  “The  ck>wii- 
side  of  scripted  missions  (which  are 
how  all  of  our  com|>etitors  do  all  their 
missions)  is  that  you  can  only  play  them 
once  and  you  are  done.  Random  mis- 
sions, on  the  other  hand,  diaiige  that 
becaii.se  each  mission  is  created  by  our 
program-logic  rather  than  by  hand.  This 
allows  the  missions  to  be  created  on  the 
fly.  with  a randomly  created  map  and  a 
progranvconstructed  enemy  force  com- 
prised of  vehicles  that  are  literally  con- 
structed just  for  that  mission.  Therefore 
the  opposition  is  truly  unique  every 
time  you  play." 

“This,"  he  declares,  “gives  CyberStorm 
2 nearly  infinite  replayability!" 

When  asked  to  describe  his  favorite 
feature  in  CyberStorm  2,  Bay  less  was 
loathe  to  pick  just  one.  “I  guess  the 
biggest  reason  Pm  passionate  about 
this  game  is  the  toy  factor.  I love 
building  different  vehicles  with  differ- 
ent weapon  configurations.  This  game 
lets  you  do  that  hundreds  of  different 
ways  without  ever  seeing  the  same 
configuration  twice.  I also  love  the 
gameplay— and  the 
action  in  this 


1 


chassis  also  are  divided  up 
because  some  can  use  scout  sensors 
and  some  cannot." 


Scripted  and 
Random  Missions 

One  of  the  most  innovative  and  fascinat- 
ing aspects  of  CyberStorm  2 is  its  com- 
pelling missions.  Bayless  and  his  team 
wanted  to  offer  players  the  chance  to 
follow  some  carefully  constructed 
scripted  missions  so  they  could  experi- 
ence some  of  the  game's  special  ele- 
ments, while  also  including  some  open- 
ended  missions  in  which  the  player 
totally  determines  the  course  of  events. 


game  is  excellent.  I find  myself  literally 
talking  to  the  screen,  making  noises 
appropriately — screaming  “ouch"  when 
they  hammer  me,  yelling  at  my  slow 
HERO  to  get  its  butt  in  gear  when  Pm 
running  for  my  life,  cursing  my  bio- 
derm when  it  misses  a critical  shot," 
he  says. 

“I  also  love  the  flow  of  CyberStorm  2. 
It*s  a strategic  game  in  which  you  can 
spend  plenty  of  time  building  and  plan- 
ning and  a tactical  action  game  in 
which  the  intensity  is  high."  It  just 
doesn’t  get  any  better  than  that!  if 
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By  Mark  H.  Walker 

VER  THE  PAST  10  years,  designer  David  Kaemmer  and  the  develop- 
ment team  at  Papyrus  have  made  quite  a name  for  themselves 
harnessing  the  technology  of  tomorrow,  today.  The  future  never 
seems  out  of  their  sight,  and  proof  can  be  found  anywhere  from  the 
high4>anked  ovals  of  NASCAR  Racing  to  the  twisting  tracks  of  CART  Racing. 


MONZA  CIRCA  1967:  Grand  Piix's  golden  era. 


But  in  their  newest  relea.se.  Grand 
Prix  Legends,  Kaemmer  and  his  team 
have  applied  a completely  redesigned 
physics  engine  to  an  era  of  racing  past, 
when  the  unpredictability  of  the  race- 
cars  made  heroes  out  of  those  drivers 
who  succeeded,  and  memories  out  of 
those  who  didn’t. 

The  year  is  1967,  and  the  series  is 
Grand  Prix  racing.  “Open-wheel,  single- 
seater  road  racing  is  my  favorite  forn^ 
of  racing,**  claims  Kaemmer.  “We  < hO|d 
1%7  for  several  reasons:  It  was  thd) 
final  year  before  aerodynamic  aids 
(wings  and  such)  were  introduced,  th^ 
3.0-liter  cars  had  plenty  of  horsepower, 
and  some  of  the  most  famous  drivers 
of  all  time  were  racing  then.** 

Perhaps  the  best-known  racing  simu- 
lation designer  and  programmer  in  the 
industry,  Kaemmer  is  also  a real-world 
racecar  driver.  He  is  a graduate  of  the 
Skip  Barber  competition  driving  school 

and  frequently  races  a Barber-Dodge 
on  several  road  courses  in  and  around 
New  York  and  Connecticut. 

Nevertheless,  his  first  love  is 
creating  racing  simulations,  and  his 
eyes  shine  as  he  discusses  his  design 
group’s  latest  project. 
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“The  physics  engine 
for  Grand  Prix  Legends  is 
really  completely  new. 
It’s  a product  of  years 
and  years  of  thinking 
about  it  and 
learning,  and 
we  think  the 
cars  of  this 
era  will  display 
the  engine  better 
than  the  more 
recent  Vinged’ 

Grand  Prix  cars  would 


ings — all  drawn  in  lifelike  detail — flash 
by  the  cockpit.  The  depth  of  the  art- 
work Is,  in  a word — albeit  a hyphen- 
ated one — jaw-dropping.  The  driver’s 
arms  actually  turn  the  steering  wheel. 

Grand  Prix  Legends  pegs  the 
highest  pnssible  performance 
in  the  racing  genre. 


As  Real  As  It  Gets 

As  racing  simulation 
fans  have  come  to 
expect  from  Papyrus, 
each  facet  of  Grand  Prix 
Legends  will  be  an 
authentic  simulation. 

Ail  the  famous  drivers 
who  raced  In  1967  are 
pres-ent  and  accounted  for:  Jim  Clark, 
Graham  Hill,  American  Dan  Gurney, 
and  the  1967  World  Champion  Dennis 
Hulme.  Better  still,  they’ll  drive  the 
same  cars.  Once  again,  gold-trimmed 
kelly-green  Lotus  49s  will  dice  against 
midnight-blue  Lagle-Weslakes. 


“Like  our  previous  games,  we 
wanted  a complete  grid  for  the  player 
to  compete  with,”  says  Kaemmer. 
“Accordingly,  each  Grand  Prix  Legends* 
race  will  be  capable  of  running  a 
20-car  field." 

There  will  also  be  a full  plate  of 
tracks  to  choose  from.  There  were  1 1 
Grand  Prix  tracks  In  1967,  and  Papyrus 
plans  to  include  1 1 tracks  in  the  game. 
The  tracks  in  the  sim  are  eye-poppers. 
Hay  bales,  tires,  spectators,  and  build- 


shift  gears,  and  wave  to  the  comer 
workers  (or  anyone  else  for  that 
matter).  And  the  cars  look  as 
real  as  the  painstakingly 
detailed  models  that  adorn 
the  desks  of  Papyms* 
graphic  artists.  Grand  Prix 
Legends  is  simply  beautiful 
and  will  use  the  latest  3Dfx 
and  Rendition  technologies 
in  addition  to  supporting 
non-accelerated  software. 


will  break  loose — an  event  sure  to  grab 
your  attention  as  you  exit  a corner  at 
130  mph.  Jump  on  the  brakes  too  hard 
and  you’ll  lock  up  the  tires,  slide,  hop 
a berm,  and  end  up  in  a precisely  ren- 
dered cow  pasture-or  worse. 
And  we  aren’t  the  only 
ones  who  like  It.  “Once 
you  sit  down  and  drive 
it.  you’ll  realize  that  it 
is  better 

' -Johnny  Wilson,  (than 

Computer  Gaming  World  previous 

Papyrus 

simulations),"  says  Kaemmer.  “Every- 
one here  who  has  played  it  thinks  It’s 
exciting  because  you  know  what  is 


Brains  Bahind 
the  Baauty 

But  this  game  is  more  than 
just  another  pretty  face. 
Interaction  had  the  chance 
to  give  it  a spin,  and  the 
experience  was 
scintillating. 
Those  of  you 
who  have 
been  lucky 
enough 
to  drive  a 
Formula 
One  racing 
car  will  recognize 
the  feeling  immediately; 
those  who  haven’t  are  in 
for  a fresh  thrill. 

With  the  new  physics 
engine,  your  gut  almost  feels 
the  tires  skip-hopping  across 
the  pavement  as  your  Lotus 
blasts  through  a corner  in 
a full-blown,  four-wheel 
drift.  Get  on  the  throttle 
too  quickly,  even  in  the 
higher  gears,  and  the  tires 


Ran  agaiRst  opoa  wRool  radag  legaadt  tadi  as 
Jha  Oarfc,  Brahaai  HHi,  aad  Daaah  Huhaa. 


Grand  Prix  Legends  features  tracks  from  the  1967 
Formula  One  race  season,  including  Monza, 
Zandvoort,  Watkins  Glen,  and  Kyalami. 


Ctwosa  froai  lagaadary  taanm  saeh  as  Lotus, 
Eagla,  or  Brabhaai. 


David  Kaemmer 


% 


P a p r U S Designer  Profile 


( HUTS  AND  BOLTS: 


A Look  Under  the  Hood  of  Grand  Prix  Legends 


_j  rand  Prix  Legends 

is  a gorgeous  game,  but 
its  beauty  is  more  than 
— ' skin  deep.  The  most 
sophisticated  physics  engine 
David  Kaemmer  has  yet 


fully  3D,**  continues  Kaemmer. 
**That*s  one  thing  that*s  a big 
change.  Our  older  engines 
were  basically  2D  models. 

Although  the  weight 
of  the  car  was  modeled. 


Grand  Prix  Legends  graph!- 
/ cally  demonstrates  the  game's 
realism.  The  Lotus  49s,  piloted 
by  Kaemmer  and  Papyrus 
Creative  Director  Matt  Sentell, 
drift  through  Monza's  sweep- 


you  can  let  the  cars  shift 
automatically. 

Obviously,  the  realism 
of  the  model  directly  trans- 
lates into  the  gamers'  ability 
to  tweak  their  cars.  "All  the 


designed  powers  the  title, 
and  it  shows. 

“The  main  thing  that  is 
different  is  the  tire  model; 
it's  extremely  accurate,"  says 
Kaemmer.  “You  can  lock  up 
individual  wheels,  you  can 
spin  the  rear  wheels,  but  it's 
much  more  than  that....  When 
you  brush  the  brakes,  the  car's 
nose  will  dive.  When  you 
accelerate,  the  rear  'squats'— 
all  the  things  that  really 
happen  in  a car. 

“Additionally,  the  model  is 


K really  couldn't  jump.  But 
now  the  car  can  leave  the 
grMmd,  cartwheel,  or  anything 
else.  This  makes  for  spectacu- 
lar crashes,  but  more  impor- 


ing  bends,  their  noses  dip  as 
they  brake,  and  their  tails 
squat  as  the  drivers  accelerate. 

Grand  Prix  Legends  will 
even  model  the  complete  drive 


Jump  on  the  brakes  too  hard  and 
you'll  lock  up  the  tires,  slide,  hop 
a berm,  and  end  up  in  a precisely 
rendered  cow  pasture,  or  worse. 


tantly  the  driving  experience 
is  much  more  like  real  cars’." 
Even  a quick  glance  at 


train.  If  you  want  to  configure 
your  controls  to  use  a clutch, 
you  can.  On  the  other  hand. 


i setup  options  for  these  cars 
j are  completely  correct,"  says 
i Kaemmer.  “In  our  older  simu- 
: lations  because  we  were 

t 

I running  on  slower  computers 

\ —It  really  wasn’t  possible  to 

j 

j do  the  kind  of  computations 
i we  can  do  now." 

Better  still,  all  this  realism 
I will  translate  into  what 
: appears  to  be  Papyrus’ 

i 

I best  racing  simulation  yet. 
j The  model  is  sophisticated, 
i and  the  game  is  undeniably 
: exciting  and  addictive. 
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David  Kaemmer 
Racing  sim 
design  legend 


( THE  GOLDEN  YEARS: 


What's  Special  About  1967? 


happening  on-screen  is  what  would 
happen  in  a real  car.  YouVe  doing  all 
the  same  things.  You  can  come  off  a 
corner  with  opposite  lock  (I.e.,  turning 


into  a slide),  at 

full  power,  and  just  drift  it  over 
to  the  exit.  It*s  something  you  just  can*t 
do  with  the  other  games.  Once  I get  on 
(the  game),  they  have  to  tear  me  off." 

All  Aboard 

The  good  thing  Is,  Grand  Prix  Legends 
Is  designed  to  let  a lot  of  people  like 
it  at  once.  When  asked  about  Grand 
Prix  Legends*  multiplayer 
capabilities.  Kaemmer 
beams,  “We’ve  done  a 
lot  of  work  in  setting  up 
Grand  Prix  Legends*  multi- 
player functionality.  We 
actually  had  multiplayer 
working  before  we  had 
the  A1  (artificial  intelli- 
gence) working.  The 
early  start  has  been  great 
because  we  have  been 
able  to  identify  problems, 
and  make  multiplayer 
really  exciting.  I believe 


there  Is  nothing  better  than 
racing  against  a bunch 
of  other  live  people.  And  with 
this  new  model,  it  is  as  close 
to  the  real  thing  as  you  can 
get.  It’s  amazing.  You  find 
yourself  doing  exactly  the 
same  things  you 
would  in  real  life." 
And  Kaemmer, 
real-life  racecar 
driver  and  simu- 
lation designer, 
would  know 
exactly  what 
those  things  are. 

The  good  news  for 
simheads  is  that  with 
Papyrus*  past  record  of 
excellence,  it  appears  that 
everyone  will  get  to  find  out 
for  themselves  how  exciting 
driving  a Grand  Prix  car 
can  be,  when  Grand  Prix 
Legends  is  released  later 
this  summer, 


lenty.  From  i960  to  1965,  Formula  One  Grand  Prix 
I cars  were  powered  by  small  i.S'Hter  (about  100 

r cubic  inch)  engines.  Although  they  were  still  fast, 
the  3.0-liter  powerplants  introduced  in  1966  were 
much  more  powerful.  This,  coupled  with  the  cars*  lack  of 

aerodynamic  aids  such  as 
wings  or  underbody  tun- 
nels. makes  the  cars 


in  Grand  Prix  Legends 
very  tail-happy^and 
a blast  to  drive.  This 
was  the  golden  era 
of  Grand  Prix  racing. 
The  starting  grid  for 
a 1967  Grand  Prix 
reads  like  the 
Formula  One  Hall 
of  Fame:  Jim  Clark — 


It  was  the  final 
year  before  wings 
and  such  were 
introduced  to  auto 
racing,  and  some 
of  the  most  famous 
drivers  of  our  time 

were  racing  then.  arguawy  the  greatest 

driver  of  all  time; 

Graham  Hill— father  of  the  1996  World  Champion,  Damon 
Hill,  and  a man  who  would  win  the  Grand  Prix  of  Monaco  a 
record  five  times;  Dennis  Hulme— the  man  who  would  win 
tlw  World  Championship  that  year;  Dan  Gurney— a suc- 
cessful American  driver  and  car  designer;  Bruce  Mclaren— 
founder  of  Mclaren  cars.  All  raced  regularly  that  year. 

It  was  a historic  era.  When  Dan  Gurney  flashed  across 
the  finish  line  in  his  Eagle-Weslake  at  Spa  Belgium,  it 
marked  the  first  time  an  American,  driving  an  American 

car,  won  a Formula  One  race. 

It  was  the  last  year  before 
wings  (and  sponsor  adver- 
tisements) began  to  sprout 
on  the  Grand  Prix  cars.  It 
was  a time  when  drivers, 
although  hard-nosed  com- 
petitors, remained  friends. 

It  was  Grand  Prix*s  golden 
era.  It  was  1967. 
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3D  ACCELERATORS  ARE  an  absolute  necessity  to  play  the  hottest,  best-  i 
looking  games  out  there.  While  last  year's  choices  for  3D  accelerators  j 
were  sparse,  this  year's  brought  a whole  new  host  of  contenders, 
each  one  claiming  it  can  draw  umpteen-thousand  bilinear,  texture- 
mapped,  gouraud-shaded  polygons  per  second.  But  which  accelera- 
tor is  right  for  you,  and  why  do  you  want  thousands  of  bilinear, 
texture-mapped,  gouraud-shaded  polygons  anyway? 


Hopefully,  I can  help  you 
answer  that  question  for  your- 
self, and  when  you're  finished 
with  this  article,  you'll  be  won- 
dering why  you  should  settle  for 
slow,  blocky  graphics,  when  you 
can  have  smoothly  animated 
images  running  in  65.336  colors. 


tor  can  run  many  3D-optimized 
titles  as  well  as  a Pentium  200 
without  a 3D  accelerator. 

How  Do  3D 
Accelerators  Work? 

To  give  you  a little  insight  into 
how  a 3D  accelerator  operates. 


of  the  wall  match  up  properly, 
and  can  be  viewed  from  any 
angle.  This  is  perspective  correc- 
tion. Without  it,  your  brick  wall 
wouldn't  line  up  properly  onto 
your  cube,  and  would  become 
distorted  depending 
on  individual  viewing  angles. 

If  you  want  to  display  the  wall 
as  partially  transparent  (like 
gelatin),  then  you  use  something 
called  alpha  blending,  which 
allows  you  to  assign  different 
levels  of  transparency  to  objects. 
To  smooth  the  edges  of  the  wall 
to  make  the  whole  look  less 
blocky,  3D  accelerators  use 
something  called  anti  aliasing. 


I filtering  techniques  (bilinear  and 
j trilineai),  we  can  smooth  the 
i image  of  the  wall  (and  our  three- 
j headed  alien  in  front  of  it)  as  we 
i move  nearer  or  farther  away 
i from  it. 

i These  are  just  very  basic 
j examples  of  different  functions 
j 3D  accelerators  can  perform, 
i but  not  all  3D  accelerators  will 
j necessarily  support  the  same 
I features.  For  example,  one  3D 
; accelerator  might  support 
I gouraud  shading,  but  not  Z- 
j buffering.  Currently,  however, 
i most  of  the  available  3D  acceler- 
I ators  support  these  functions 
i and  many  more—  some,  in  fact. 


I 


Adding  030  card  to  your  computer  offloads  complex  3D  processes  from  your  PC— making  your 


And  if  I do  my  job  right,  you'll 
really  be  wondering  how  you've 
been  gaming  this  long  without 
a 3D  accelerator. 

What  Are  3D 
Accelerators  ? 

Before  trying  to  decide  which 
card  you  need  to  buy.  you  need 
to  know  a little  about  just  what 
3D  accelerators  are  and  how 
they  work.  In  a nutshell,  3D 
accelerators  were  created  to 
offload  the  CPU-intensive  tasks 
involved  with  rendering  and 
animating  3D  images.  By  taking 
over  these  duties  and  freeing 
the  CPU  to  handle  other  tasks, 
gaming  horsepower  is  greatly 
increased.  As  an  example,  a 
Pentium  133  with  a 3D  accelera- 


let's  say  you  want  to  create  a 
3D  brick  wall.  First,  you  need  to 
create  the  polygons  to  execute 
this.  Assuming  the  brick  wail 
isn't  too  complicated,  just  pre- 
tend you  have  a blank  cube, 
which  is  drawn  using  a series 
of  X,  y,  and  z coordinates.  Now, 
in  order  to  make  the  cube  look 
like  a brick  wall,  you  have  to 
map  an  image  of  a brick  wall 
onto  it.  This  is  called  texture 
mapping.  You  can  create  a brick 
wall,  demonic  monster  (albeit 
a cubic  one  in  this  case),  or  even 
a candy  house— the  choice  is 
yours  depending  on  the  texture 
you  use. 

Now,  you  have  to  make  sure 
the  texture  map  is  layered  onto 
our  cube  just  right,  so  the  edges 


This  is  a method  of  color  blend- 
ing that  makes  edges  appear 
smoother  and  more  realistic. 

Now  say  you  want  a three- 
headed alien  to  move  in  front 
of  your  wall.  For  this  you  need 
to  use  a technique  called  Z- 
buffering.  This  process  allows 
3D  accelerators  to  draw  surfaces 
and  quickly  redraw  them  when 
one  object  moves  in  front  of 
another.  “Quickly"  doesn't  just 
mean  the  redraw  happens  fast; 
it  must  happen  instantly  so  that 
the  redraw  is  seamless  to  the 
human  eye. 

And  finally,  using  a technique 
called  gouraud  shading,  we  can 
color  our  brick  wall  with  smooth, 
gradient  colors,  giving  it  a more 
natural,  lifelike  look.  Using 


: even  double  as  2D  accelerators, 
j As  you  can  imagine,  if  the  CPU 
j had  to  perform  all  of  the  func- 
j tions  described  above  in  addi- 
: tion  to  everything  else  for  which 
I it  is  responsible,  even  topnotch 
j Pentium-based  machines  could 
j easily  be  brought  to  their  knees 
I by  today’s  sophisticated  soft* 

: ware  programs. 

j Making  Sense 

i Out  of  Chipsets 

: One  of  the  most  important 
I things  to  know  about  the  video 
\ card  in  which  you  are  interested 
I is  which  particular  3D  accelera- 
j tor  (or  chipset)  is  being  used 
I on  the  card.  So  before  we  plunge 
j into  the  specifics  of  what  each 
j card  offers,  I will  take  some 
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time  to  discuss  the  3D  accelera- 
tors (chipsets)  used  on  the 
various  cards. 

The  3Dfx  Voodoo 
Chipset 

Many  of  you  have  heard  of  the 
3Dfx  chipset,  also  called 
Voodoo.  The  Voodoo  chipset 
was  one  of  the  first  to  hit  the 
streets,  and  it  continues  to  be 
one  of  the  most  popular  and 
well-supported  accelerators 
on  the  market.  The  Voodoo 
chipset  is  the  3D  muscle  behind 
Diamond's  Monster  3D  and  the 
Canopus*  Pure3D.  If  you  have 
the  bucks,  you  can't  go  wrong 
with  a Voodoo-based  card. 

The  3Dfx  Voodoo 
Rush  Chipset 

The  Voodoo  Rush  chipset  is 


Review 


ed  3D  as  well.  The  Voodoo 
Rush  is  not  quite  as  fast  as  the 
standard  Voodoo  chipset,  falling 
around  io%-20%  slower  for 
most  games. 

nVIDIA  Riva 
128  Chipset 

The  nVIDIA  Riva  128  chipset  Is 
a relative  newcomer  to  the  3D 
arena,  and  it's  already  made 
quite  a name  for  itself.  Not  only 
does  it  provide  3D  acceleration 
rivaling  the  3Dfx  (in  Direct  3D 
games),  but  it  offers  blazing 
Windows  performance  as  well. 
This  in  mind,  the  Riva  128 
makes  a great  single-card 
2D/3D  solution  for  your  PC.  It 
can  augment  its  existing  RAM 
with  your  system  RAM,  so  if  it 
needs  more  memory  for  texture 
maps,  it  can  use  your  comput- 
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ATI’s  entry  into  3D  uses  Its  own 
chipset  called  the  3D  Rage.  One 
of  ATI’s  cards  uses  the  Rage  II 
chipset,  and  one  uses  the  Rage 
Pro,  which  is  the  latest  version. 
Regardless  of  which  chipset  you 
get,  both  pack  quite  a 3D  wallop 
in  Direct  3D  games.  To  top  it  all 
off,  this  chipset  offers  2D  and 
3D  acceleration,  so  your 
Windows  and  your  3D  will  fly. 

Rendition  Verite  2100 

The  Verite  2100  chipset  is 
Rendition’s  latest  improvement 
on  the  earlier  Verite  1000.  This 
chipset  offers  good  Windows 
performance  and  does  well 
in  Direct  3D  games.  One  of 
the  best-selling  features  of  the 
Verite  chipset  is 
it’s  one  of  the 
less  expensive 


By  Bryaisi  Saloib 

these  3D  boards  on  an  already 
pretty  well-equipped  Pentium 
166  MMX  machine  (or  better), 
you  most  likely  won’t  notice 
much  of  a difference  between 
one  board  and  the  next  in  your 
3D  games.  Whether  you  get  25 
frames  per  second  (fps)  or  40 
fps  won’t  make  a difference.  A 
fairly  mid-  to  high-end  Pentium- 
class  system  paired  with  any  of 
the  boards  mentioned  here  will 
easily  handle  2^*  fps  on  most 
j games  and  give  you  a greatly 
enhanced  3D  gaming  experi- 
ence. If  you  are  playing  a game 
optimized  for  a 


games  look  bettert  animate  faster,  and  run  smoother  than  you  ever  Imagined! 


a slightly  modified  3Dfx  chipset 
that  can  be  paired  with  a 2D 
accelerator,  making  a single- 
card solution  for  your  2D  and  3D 
needs.  This  can  be  good  if  you 
are  looking  for  a new  video  card 
that  will  improve  your  Windows 
performance  and  offer  accelerat- 


er’s RAM  rather  than  just  the 
RAM  on  the  video  card.  This  lets 
the  manufacturers  put  less  RAM 
on  the  card  and  pass  the  sav- 
ings on  to  the  customer. 

ATI  3D  Rage  II  A 
3D  Rage  Pro 


chipsets  while  remaining  a 3D 
powerhouse.  Additionally,  you 
can  run  ‘"Rendition  Ready”  soft 
ware  with  this  board. 

What’s  In  the  Cards 

Overall,  if  you  install  any  of 


specific  chipset,  such 
as  “Rendition  Ready” 
titles  like  NASCAR  Racing 
2 and  CART-  Racing,  or 
games  that  support  3Dfx  like 
FPS:Ski  Racing,  you  can  expect 
even  better  performance. 


n IM  I M R T I O N 


iEEIS! 


l A skeleton  is  created  with  each 
point  plotted  to  designate  where 
the  skeleton  can  move  and  bend. 

2.  A wireframe  (or  collection  of  poly- 
gons) is  mapped  around  the  skeleton 
to  create  ’‘skin.’* 

3.  And  finally,  images  are  mapped 
directly  on  the  surface  of  the  wire- 
frame to  create  the  final  30  obiect 
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Voodoo 

Since  there  is  already  wide 
support  for  the  Voodoo  chipset, 
you  may  decide  this  is  the  best 
card  for  you.  Diamond's  Monster 
3D  was  one  of  the  first  Voodoo 
boards  on  the  market,  and 
continues  to  be  a topnotch 
performer.  It  comes  equipped 


with  4MB  of  RAM:  2MB  for 
texture  memory  and  2MB  for 
frame  buffering.  Additionally, 
the  Monster  3D  comes  with  a 
Monster  software  bundle, 
including  Whipiash  3D,  Descent 
II,  EF  2000,  Tomb  Raider, 
Terracide,  HyperBlade, 
MechWarrior  2,  and  a Games 


Sampler  CD.  All  this  can  be  had 
for  around  $160. 

Canopus*  Pure3D,  which  was 
just  recently  released,  comes 
with  6MB  of  Ram— 4MB  of  RAM 
for  texture  memory  and  2MB  for 
frame  buffering.  This  extra  2MB 
of  texture  memory  gives  the 
Pure3D  a speed  edge  when  it 
comes  to  handling  lots  of  on- 
screen action,  such  as  when 
there  are  lots  of  enemies 
running  around  in  Half-Life. 
Additionally,  the  Pure3D  offers 
a TV/S-Video  out,  which  means 
you  can  connect  it  to  your  TV  set 
and  enjoy  some  big-screen  gam- 
ing. Unfortunately,  I only  had  a 
13-inch  TV  here  for  testing,  but 
I was  surprised  at  how  good  the 
image  quality  was  on  FPS:  Ski 
Racing.  While  TV  screens  are 
not  as  sharp  as  standard  com- 
puter displays,  l*d  be  more  than 
happy  to  sacrifice  a little  sharp- 
ness to  carve  some  turns  on  a 
32-Inch  screen.  The  Pure3D  Is 
presently  priced  at  $179,  but 
does  not  come  with  any  bundled 
games -rats! 

If  you  absolutely  want  the 
most  muscle  and  don't  mind 
using  an  extra  PCI  slot,  then 
the  Voodoo-based  boards  like 
the  Diamond  Monster  3D  and 
the  Canopus  Pure3D  are  defi- 
nitely your  best  bet. 

Voodoo  Rush 

If  you  can't  spare  an  extra  PCI 
slot  and/or  need  a single-card 
solution,  the  choices  can 


: become  more  difficult.  The 
: Voodoo  Rush  boards,  while 
i about  20%  slower  than  the 
j standard  Voodoo  cards,  still 
: offer  competitive  performance, 
i They  also  generally  cost  signifi- 
j cantly  less— important  if  you're 
i just  looking  to  replace  an 
: existing  video  card  or  buying 
: a new  one.  If  you  already  have 
; a good  Windows  accelerator, 
j then  the  most  cost-effective 
j option  would  probably  be  a 
i straight  Voodoo  board.  If  you 
i want  to  roplaco  an  aging  aD 
i Windows  accelerator  and  get 
: 3D  acceleration  at  the  same 
i time,  then  a single-card  solution 
i like  Intergraph's  Intense  3D 
i may  be  your  best  choice. 

The  Intergraph  Intense  3D 
i Voodoo  (don't  be  fooled  — 

I chipset:  Voodoo  Rush)  features 
j 6MB  of  EDO  RAM -2MB  of 
: RAM  dedicated  to  Windows 
; 2D  functions,  2MB  of  RAM 
i dedicated  to  texture  mapping, 
j and  2MB  of  RAM  dedicated 
: to  frame  buffering.  Like  the 
j Pure3D,  it  offers  S-Video  and 
j composite  video-out  so  you 
j can  take  your  gaming  to  the 
I big  screen.  I also  heard  that 
I Intergraph  plans  a set  of  3D 
i glasses  for  use  with  this  card, 
j but  unfortunately  I didn't  have 
I any  for  testing.  The  Intense  3D 
I Voodoo  comes  bundled  with 
i full  versions  of  Turok:  Dinosaur 
j Hunter,  Moto- Racer,  and 
j Longbow  FX.  The  suggested 
i retail  price  is  S229.95. 
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nVIDIA  Riva  128 

If  youVe  not  overly  concerned 
with  3Dfx  compatibility,  don’t 
overlook  the  Riva  128— based 
cards.  They  generally  offer  much 
better  Windows  performance 
and  outpace  the  Voodoo  Rush 
cards  in  Direct  3O  games.  They 
also  have  the  ability  to  utilize 
system  RAM  if  the  games  need 


••• 


up,  the  Velocity  128  has 
a TV-out  connector.  The  STB 
Velocity  128  3D  comes  with 
Interstate  76,  FIFA  '97,  and 
MotO’Racer,  STB’s  suggested 
retail  price  is  $199.95. 

Like  STB’s  Velocity  128,  the 
Diamond  Viper  V330  sports  4MB 
of  SGRAM.  It  also  boasts 
TV-out  and  S-Video,  out  making 
your  TV  into 
a game  cen- 


3D 


a Pentium  133  with  a 
accelerator  can  run  many 
3D-optimized  titles  as  well  as 
a Pentium  200  without  a 
3D  accelerator. 


more  RAM 
for  tex- 
tures, and  TV- 
out  connectors 
for  big-screen  gaming. 

The  STB  Velocity  128  and 
the  Diamond  Viper  330  are  cost- 
effective  and  feature-rich,  mak- 
ing them  both  worth  a look. 

The  STB  Velocity  128  3D 
features  4MB  of  fast  SGRAM. 
Without  getting  into  the  nitty- 
gritty  of  the  RAM,  SGRAM  is 
very  fast— faster  than  EDO  RAM 
and  VRAM,  which  have  long 
been  popular  RAM  types  for  use 
on  video  cards.  Additionally,  like 
many  of  the  cards  in  this  round- 


ter. It  comes  with  a relatively 
light  software  bundle,  including 
MDK:  Mission  Laguna  Beach  (a 
single-mission  demo)  and  /f-22, 
though  it  also  comes  with  a host 
of  other  applications  and  utili- 
ties. It  has  a suggested  retail 
price  of  $199.99. 

The  Diamond  and  STB  cards 
are  both  well-rounded,  single- 
solution cards,  and  offer  about 
the  same  performance  In  2D  and 


3D— which  is  great  on  both 
counts.  These  cards  are  virtually 
on  equal  ground. 

Rendition  2100 

Diamond  appears  to  be  taking 
the  “Blitzkrieg”  approach 
to  3D-accelerator  marketing. 

In  addition  to  the  N 
(3Dfx)  and  the 
Viper  330  (Riva 
128),  they  also 
offer  the  Stealth  II 
S220,  which  uses 
the  Rendition  2100 
chipset.  The 
Stealth  II  S220 
comes  equipped  wi 
4MB  of  fast  SGRAM  for  speedy 
Windows  and  3D  gaming.  It 
does  not  include  any  TV-out 
connectors:  but,  it  is  upgrad- 
able, so  you  can  later  add  a TV 
tuner  or  video  capture  card  to 
run  with  it.  While  the  Stealth  II 
S220  doesn’t  boast  the  features 
or  quite  as  much  3C 
the  other  cards  in  this  review,  it 
is  the  least  expensive  and  the 
best  card  if  you’re  on  a tight 
budget.  The  Stealth  II  S220  sug 
gested  retail  is  a mere  $119.95. 

One  word  of  advice  I would 
offer  is  definitely  get  a card 
that  has  a TV-out  connector  on 
it.  Even  though  ther 

image  degradation 
when  output  to  a TV 
set,  all  of  these 
cards  still  produce  nice 
output,  even  on  a 13-inrh 
TV.  Also,  before 
buying  a 3D  card, 
take  note  of  the 
games  you  want 
to  play  and  find 
out  what  chipset 
they  use— 3Dfx 
(Voodoo),  Rendi- 
tion. Direct  3D.  OpenGL,  etc. 
Then  be  sure  to  select  the  card 
that  offers  the  acceleration  you 
want,  and  allows  you  to  play  the 
games  you  want  to  play,  at  a 
price  you  can  afford.  fP 
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If  Money^  No  Object. 


If  you  have  deeper  pockets  and 
want  the  video  card  that  has 
everything,  take  a gander  at  All  s 
offerings.  They  pack  a real  wallop  in 
Direct  30  games,  even  outpacing 
Rendition  and 

17*^  ^ 30fx  by  a notch 

f ' • **  *''**• 

. these  boards  are 


\ 


loaded  with  extra 
features.  ATI’s 
Xpert@Play  is  powered  by 
the  ATI  Rage  Pro  chipset  which  is  a 
30  powerhouse.  It  comes  stock  with 
4MB  of  SGRAM  and  it  is  upgradable 
to  SMB.  Like  many  of  the  cards 
reviewed,  it  sports  TV-Out  and 
S'Video  connectors.  On  top  of  that 
there  is  a connector  on  the  card  that 
^ allows  you  to  attach  ATI’s  ATI  TV 
tuner  card,  which  costs  an  extra 
$129.  With  the  TV  tuner  you  can 
connect  cable  to  your  computer  and 
watch  TV  right  on  your  PC  monitor. 

I The  Xpert@Play  comes  with 
Temcide  and  Formula  One  Racing. 
The  suggested  retail  price  is  $329. 

" ATI’s  All-in-Wonder  card  takes 
the  “one  card  solution ' to  a new 
extreme.  Powered  by  the  Rage 
IkOVD  chipset  (only  slightly  less 

beefy  than  the  Rage 

20  and  30 

^ built-in  TV  tuner. 

V wHff  and  S-Video/TV-ouL 
and  to  top  it  off  it 
can  do  video  capture.  It  even 
has  features  I wish  my  TV  set  had. 

Did  I mention  DVO  and  awesome 
video  playback?  This  card  carries  a 
suggested  retail  price  of  $329. 
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Everyone  knows  Leisure  Suit  Larry  and 
creator  Al  Lowe  are  ready  for  Vegas. 
Question  is,  is  Vegas  ready  for  them? 


By  Paul  Quinn 

FXCOME  TO  THE  casino  of 
the  ’90s.  Well,  more  like 
^ the  casino  of  the  70s, 
but  let’s  not  split  hair  implants  here. 
Our  polyester  pal  Larry  Laffer  has  done 


Leisure  Suit  Larry’s  Casino 


WWW  com/lslcasifio 


Developer 

Sierra 


it  a^ain.  Through  strange  circum- 
stances, Larry  has  been  fronted  the 
cash  to  build  a huge  casino  in  his 
own  Image  and  llkenes.s — 
a casino  that  would 
give  Martha  Stewart 
endless  facial  tics 
of  delight. 

Leisure  Suit 
iMrry’s  Casino 
is  an  Internet- 
ready  extrav- 
aganza in 
which  you  can 
chat,  gamble, 
have  a ton  of 
fun,  and  maybe 
even  find  that  cer- 
tain someone  who  isn’t 
allergic  to  polyester.  It’s 
almost  like  being  in  Vegas — il  Vegas 
was  decoratiHi  in  neo-70s  neon  and 
disco  balls  with  plastic  i>alm  trees,  and 
every  type  of  gaming  and  interpersonal 
vice  was  catered  to  with  wild  abandon. 


: OK,  fine — it’s  exactly  like  Vegas,  but 
: with  many  hilarious  surprises,  Larry- 
I style. 

While  it’s  a lot  of  fun  playing  over 
the  Internet,  you  don’t  have  to  go 
j online  to  enjoy  Larry’s  Casino,  You 
j can  practice  your  technique  offline, 
i honing  your  abilities  to  a fine  rapier- 
: like  edge,  then  jump  online  and  inter- 
act with  the  real  people  using 
Ijorry  's  Casino's 

CyberFace  2000’*  chat 
technology. 

Hey  Baby, 
Wanna  Go 
Upstairs? 

You  start  in 
vour  room. 
Nice  decor, 
eh?  Larry 
picked  it  out 
himself.  Appears 
to  he  early  retro 
’70s  Warhol/Oali 
deco.  Oh  well,  nothing 
a spot  of  arson  wouldn’t  fix. 
j Before  you  go  down  to  enjoy  the 
j casino,  you’d  better  choose  a per- 
i sona — you  really  don’t  want  pe<^>ple  to 
i recognize  you  in  this  place,  do  you? 

; The  closet  holds  a selection  of  charac- 
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ters  from  all  your 
past  favorite  Larry 
gamea,  so  try  one 
on!  This  Is  how 
other  people  In 
the  casino  will 
see  you. 

OK,  let’s  head 
downstairs  for 
some  action. 
Those  spiffy 
threads  you 
selected  back  In 
your  room 


have  at  it  and  good  luck!  No  more 
bucks,  huh?  Well,  you  can  always 
restart  the  game  and  get  more,  right? 
Wrong!  No  free  rides  here.  Several 
online  party  games  are  included  In 
Larry  's  Casino  to  give  you  the  chance 
to  win  another  wad  to  spend.  All  the 
party  games  are  interactive  and  a 
great  way  to  have  fun  with  your  fellow 
gamers.  The  games  range*  from  joke 
writing  to  writing  pickup  lines,  to  a 
hilarious  word  game. 


are 


great  while 
you  sashay  around  the 
casino  and  schmooze,  but  all  the  gam- 
bling tables  are  located  in  hot  tubs,  so 
peel  It,  pal.  Once  in  the  tub,  you  can 
choose  between  five  casino  games: 
Black  Jack.  Craps.  Roulette.  Wheel  of 
Fortune.  How  about  a friendly  game  of 
Poker?  Great!  Click  on  the  Poker  table 
and  off  you  go! 


Nothing  for  Nothing 

You  start  out  with  a few  Larrybucks,  so 


Spend  Your 
Money 
Wisely 

Unlike  other 
popular  casino 
games,  the 
dough  in  Larry*s 
Casino  actually  is 
worth  something. 
You  use  Larrybucks 
to  gamble,  of  course, 
but  y^  can  also  use  the  cash  to  buy 
“cyber”  goodies  throughout  the  casino 
for  yourself  or  your  online  friends. 
Oinks,  snacks,  and  gifts  are  all  avail- 
able in  various  places  around  the 
casino. 

Once  you’ve  won  a few  bucks,  you 
can  even  Invite  that  special  (online) 
someone  into  one  of  several  bar  and 
restaurant  chat  rooms  throughout  the 
casino,  or  up  to  your  room  for  a private 
chat  session.  In  your  room  nobody  else 
can  overhear  your  conversation,  so 
ju.st  about  anything  goes.  If  the  two  of 
you  really  hit  It  off,  there’s  even  a vir- 


t 


% 


I 

: 


Wild?  yes. 
Raunchy?  no. 

Larry*s  Casino  is  many  games 
In  one.  You'll  get  to  choose 
between  six  classic  (that’s 
’‘classic.’’  not  “classy*’)  casino 
games,  including  Blackjack,  Poker, 
Craps,  Roulette,  Slots,  and  Wheel 
of  Fortune. 

And  if  you’re  looking  to  earn  a few 
extra  bucks  and  have  some  fun,  you 
can  also  choose  between  four  hilari- 
ous online  party  games: 

^ LARRY'S 

COMEDY  CLUB 

A joke-writing  game  to  see  who  can 
write  the  funniest  jokes— fastest 

s CROUP CROPE 

A story-writing  game  that  rewards 
creativity  in  a hurry 

S PICK  ME  UP! 

A topic-related  game  in  which  users 
try  to  quickly  come  up  with  the  most 
creative  pickup  lines 

S YOU  PONT 
KNOW  PICK! 

An  interactive  word -definition  game 


tual  wedding  chapel  complete  with  an 
EMs  impersonator. 

Go  to  Vegas  any  time  of  year  without 
the  hassle  or  the  hang- 


over. Larry  is  the  hip- 
swingin’,  wise  crackin’ 
party  dude,  ajid  lib 
casino  Is  everything 
the  others  don’t  dare 
to  be.  Games,  fun. 

drinks  and.  of  roiirsp, 
some  harmless  adult 
humor  make  Leisure 
Suit  Ixtrry's  Casino 
the  most  fun  you  can 
possibly  have  in  a 
casino— and  you  don’t 
have  to  keep  your 
clothes  on! 


WWW.SlERRA.COM 


i 


71 


Hoyle*  Classic  Board  Games  is  the 
computer  game  for  people  who  need 
a break  from  computer  games. 


By  Beth  Demetrescu 

OHESE  DAYS.  STORE  shelves 
are  packed  with  a new 
chart-topping  breed  of 
games — first-person,  shoot  ’em  up 
blood  fests.  While  these  games  have 
their  place,  truth  is,  they’re  not  for 
everyone.  Some  prefer  the  brain  calis- 
thenics of  adventure  or  strategy  games, 
while  others  prefer  the  striking  realism 
of  flight  and  racing  simulations.  But 
there  definitely  are  those  times  when 
we  need  a break  from  that  stuff — times 
when  playing  a classic  board  game  like 
backgammon  against  a real  person 
over  the  Internet  sounds  like  more  fun 


than  challenging  .some  sophi.sticated 
A1  (artificial  intelligence)  to  a bloody 
deathmatch.  Enter  Hoyle  Classic 
Board  Games. 

HCBG  offers  you  the  option  of  play- 
ing Backgammon.  Battling  Ships. 

Checkers,  Chess.  Chinese  Checkers, 
Dominoes,  Pachisi,  Snakes  & Ladders, 

1 FOUND  HYSOFPUYING 
THE  GAMES  HFRC  OVER 
AND  OVER  AGAIN... 

WITHOUT  FRYING  MY 
EYEBALLS  OR  JAOUNG  MY 
BLOOD  PRESSURE 
TO  DANGEROUS  LEVELS." 

-DON  (RUB,  (HKKO  Sun-Tines 
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Yacht,  Zen  Bones,  Hearts,  and  Solitaire, 
aii  of  which  are  tried-and>tnie  favorites. 
Some  are  known  by  different  names, 
such  as  Zen  Bones  (Tai  Pei^**, 
Shanghai'^O*  Yacht  (Yahtzee”*),  Pachisi 
(Parcheesi’“,  Sorryf^,  Troubie"**),  and 
Battling  Ships  (BattleShip*). 

HCBG  also  lets  you  choose  your 
type  of  adversary,  if  you  want  to  have  a 
quiet  game,  just  you  and  the  computer, 
you  can  select  from  12  entertaining, 
animated  opponents.  OK,  maybe  these 
guys  won’t  give  you  a quiet  game 
(unless  you  turn  down  their  attitude 
meter),  but  they  will  give  you  a good, 
fun  game.  They  can  be  adjusted  for 
easy,  intermediate,  and  advanced  play. 

Of  course,  you  may  prefer  a human 
(and  more  fallible)  opponent,  if  that’s 
the  case,  then  Sierra  has  the  perfect 
solution  for  you.  Welcome  to  the  World 
Opponent  Network  (WON)— Internet 
gaming  at  its  finest.  WON  is  an  online 


HJkUBKt  . 


arena  designed  for  you  to  challenge 
l>eople  from  around  the  globe  to 
matches  and  tournaments  using  your 
favorite  games.  WON  supports  many 
Sierra  games,  including  HCBG. 

My  experience  with  HCBG  started 
about  three  months  ago  when  a friend 
on  the  Hoyle  team  slipped  me  a beta 
copy.  From  the  onset.  I was  hooked 
I had  just  learned  what  a fun 
game  Backgammon  was. 
and  was  thrilled  to  find 
someone  (or  something) 
willing  to  play  as  much 
as  I wanted.  So.  when  I 
got  my  hands  on  the 
beta,  I played  Back- 
gammon nonstop.  After  a 
while,  I would  mix  it  up 
with  some  Zen  Bones, 

Chess,  and  Yacht.  I just 
stuck  to  the  games  I 
had  played  as  an  adult, 
as  opposed  to  those  I 
had  played  as  a kid. 

Now  that  the  full  game 
has  been  released,  and  I ^ 
asked  to  write  about  it,  I 
decided  I should  also 
give  the  other  games  a 
chance.  After  all,  there 
must  be  some  reason 
they  are  included  in 
what  is  billed  as  a collec- 
tion of  favorites.  There  is. 

All  of  the  games  are 
immensely  fun.  Remember  endless 
hours  of  Travel  Battleship  in  the  car 
with  a sibling?  Remember  knocking 


1 
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NotSoCussk 

Competition 


Hoyle  Classic  Board  Games  lets  you  select 
from  12  entertaining,  animated  opponents, 
including  my  favorites:  Harley,  Gax,  and 
Maurice.  Each  character  has  his,  her,  or  their 
own  personality  and  biography.  Harley,  a 
lo-year-old  gigantic  grizzly  bear,  is 
^ very  cordial  and  friendly.  His  biogra- 

^ , phy  states  he  enjoys  rolling  in 

grass  and  dislikes  fast  tourists  and 
hikers.  Harley  whittles  away  time 
^ rubbing  his  tummy,  eating  a 
snack,  hiding,  and  even  smoking  a 
I ^ corncob  pipe.  Gax,  a displaced  alien 

who  wants  to  return  to  his  home  planet, 
startled  me  the  first  time  he  exercised 
his  forte molecule  rearranging. 

\ i With  an  even,  monotonous  tone, 

^ Gax  seems  totally  normal  until  he 

morphs  his  body,  personality,  and 
/^  / voice  pattern  into  Marilyn  **Happy 
Birthday,  Mr.  President**  Monroe  or, 
better  yet,  Elvis  “Thank  yuh  verra 
much**  Presley.  Even 
bizarre  than 
^ a talking  bear  is 
^ Maurice,  a strange 
ftalCti-Caaadien  fur  trapper. 
Maurice  was  abducted  in  1837  by 
w aliens  and  later  returned.  He  was 
so  shaken  by  the  event,  he  frequently 
consults  a beaver  hand  puppet  for  advice. 


WORTHY  Opponents:  Choose  from  12  entertaining 
opponents  and  over  20  different  backgrounds. 


Room  with  a View:  Join  Miranda  in  a 30- 
rendered  log  cabin  for  a game  of  backgammon. 


someone’s  piece  off  the  board  in 
Parcheesi?  HCBG  brings  it  all  back. 

The.se  days,  Pachisi  is 
my  favorite,  but  last 
week  it  was  Dominoes, 
so  it  changes  often. 
Unfortunately,  my 
best  excuse  when 
caught  playing  at 
work — “Uhhh,  I’m  just 
doin’  some  research" 

— will  fux>n  lone  its 

validity.  My  advice  is 
grab  a seat,  fire  up 
Hoyle  Classic  Board 
Games,  and  prepare 
yourself  for  hours 
of  fun.  if 
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The  Windle  Family  in  America 
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Cjeneafo^y  Software  j 
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^our  pat\*niA  prtfnaoltj  anu^i^e< 

\ you  all  over  the  map,  visiting 
I grandparents,  uncles,  aunts, 
cousins,  second  cousins,  you 
name  it.  This  was  definitely 
not  your  idea  of  a good  time. 

But  as  you  grew  up,  you 
began  to  see  that  this  group  of 
people  is  your  group  of  people. 
These  are  the  people  you  came 
from.  Your  Uncle  Eddie  looks  a 
lot  like  your  father.  When  you 
kiss  your  grandmother’s  face, 
you  see  in  it  your  mom’s  face. 
Your  cousin  Linda  says  things 
her  parents  always  said,  and 
they're  a lot  like  things  your  par- 
ents always  said.  You  see  that 
you're  not  just  a little  person 
lost  in  a big  world— and  family 
defines  where  and  how  you  fit 
in.  Family  gives  you  a place  in 


the  world.  Finding  that  place 
and  figuring  out  who  you  are  by 
learning  about  your  ancestors, 
is  why  so  many  folks  are  into  the 
study  of  genealogy. 

Basically,  genealogy  is  the 
telling  of  your  family's  story. 


Telling  that  story— the  tracing 
of  your  family  tree— used  to  be 
a painstaking  matter  of  filing 
cards  and  filling  notebooks... 
towering  stacks  of  them! 

The  best  thing  that  ever  hap- 
pened to  genealogy  is  the  com- 
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"Not  only  is  Generations  Deluxe  a handsome  program, 
but  it  is  also  a snap  for  inexperienced  computer  users/' 

-OCTROIT  FnCC  PKCSS 


puter,  with  its  capacity  to  store 
and  retrieve  massive  amounts 
of  data.  And  the  best  thinf^o 
happen  to  genealogy  on  the 
computer  is  Genihatians  Deluxe. 

Ftoxiblllty: 

Generations  Deluxe  Isn’t  just 
another  pretty  database:  this 
software  tool  allows  you  handle 
data  any  way  you  see  fit.  And 
when  it  comes  to  charting  your 
family  tree,  Generations  Deluxe 
offers  you  the  most  flexible 
charting  program  of  any  family- 
tree  software. 

Begin  with  EasyTree  and  just 
start  typing:  your  name,  where 
and  when  you  were  born,  what 
you  do  for  a living.  Add  in  your 
siblings  and  your  parents,  your 
kids,  your  cousins,  everybody. 

It  doesn’t  matter  if  you  don’t 
know  an  exact  name  or  date  or 
place;  you  can  take  a stab  at  it 
and  add  the  correct  information 
later.  It  doesn’t  matter  if  you’ve 
never  delved  into  your  family 
tree  before.  It  doesn’t  even  mat- 
ter if  you’ve  hardly  used  a com- 
puter before.  The  idea  here  is 
to  get  started,  and  Generations 
Deluxe's  ease  of  use  is  virtually 
unmatched. 

Advanced  RaxibHity: 
EasyChart 

Once  you  have  some  names 
entered,  move  over  to  EasyChart 
for  the  real  fun.  EasyChart  is  like 
a full-service  print  shop  whose 
one  mission  is  making  your 
family  look  good  while  keeping 
all  the  relationships  comprehen- 
sible. No  other  genealogy 
software  title  gives  you  so  much 
freedom  or  makes  it  so  simple 
to  achieve. 

You  can  create  high-quality 
charts  with  EasyChart’s  many 


options.  Choose  what  data  to 
display,  pick  shapes  and  colors, 
add  shadows,  vary  line  !||kjths, 
create  borders.  Best  of  alU  if 
you  can  digitize  a picture  of 
good  old  Uncle  Eddie,  you  can 
add  it  to  your  chart.  Birth  certifi- 
cates, death  notices,  high  school 
diplomas,  embarrassing  driver’s 


you  want  them.  No  other 
IVbgram  will  do  this.  Afraid 
of  losing  somebody  at  a 
page  break?  Don’t  worry. 

When  you  print  out  a big 
wall-bustfng  chart,  you  won't 
cut  Grandpa  Don  off  at  the  bot- 
tom of  a page.  EasyChart  lets 
you 


access.  Break  out  onto  the  ’Net 
and  join  the  growing  community 
of  people  also  tracing  their  fam- 
ily trees.  Generations  Deluxe 
lets  you  link  directly  to  more 

than  34,000  genoalogy  sitos. 

When  you  set  out  to  tell  your 
family’s  story,  you’re  bound  to 
end  up  with  a small  mountain 
of  information.  Generations 


There’S  plenty  of  space  in  EasyTree  for 
everybody’s  life  story. 


license  photos— if  you  can  scan 
it,  EasyChart  lets  you  add  it. 
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Drag-and-drop  individual 
family  members  or  whole 
family  branches  with  a touch 
of  the  mouse;  EasyChart  remem- 
bers and  redraws  the  lines  as 
you  tinker  with  the  layout  until 
you  have  those  folks  right  where 


preview  your 
work  before 
printing. 


FamillM  A Frfands 

Generations  Deluxe  gets  you 
started  and  gives  you  the  tools 
to  understand  your  family  tree 
and  convey  that  legacy  to  oth- 
ers. But  Generations  Deluxe 
doesn’t  stop  there.  This  product 
ships  on  four  CDs,  because 
Sierra  includes  three  CDs’  worth 
of  databases.  Social  Security 
records;  historical  records  of 
all  kinds...there  are  more  than 
S7  million  names  in  these  data- 
bases, complete  with  vital  stats. 

You  might  find  ancestors 
you  never  knew  you  had. 

And  if  you’re  not  sure  of  the 
relationship,  the  Generations 
Deluxe  relationship  calculator 
wilt  figure  it  out  for  you. 

Of  course.  Generations  Deluxe 
also  offers  one-button  Internet 


Deluxe,  with  its  easy-to-use, 
powerful  tools,  will  keep  your 
project  under  control  and  fun. 
Only  Generations  Deluxe  lets 
you  chart  your  family  tree  so 
it’s  crystal-clear  and  informa- 
tive-in other  words,  just  the 
way  you  want  it.  0 


Preferred  Minimum 
Requirements 

486/66. 

12M6  RAM 


Format 

WIN95/3 1 CO 


Price 

$49.95  (Onjer  *69953) 


1.800.757.7707 

Available:  to* 
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/ lhal  means  it  S lime  to  yo  dipwn 
into  the  basement,  brush  the 
dust  and  cobwebs  off  the  gar- 
dening equipment,  and  get  the 
landscape  in  shape  for 
the  coming  months  of 
sunshine.  Millions 
of  people  share  a 
passion  for  grow- 
ing beautiful  flow- 
ers and  designing 
landscapes 
around  their 
homes.  Problem  is, 
gardening  isn't  always 
easy— where  do  you  start? 

Once  you’ve  started  down  a 
dead-end  path,  it  can  be  really 
difficult  (and  expensive)  to  get 
your  design  back  on  track. 

But  how  can  computer  soft- 
ware make  gardening  easier? 


The  answer:  Sierra* s Complete 
LandDesigner—a  serious  land- 
scape design  tool  for  people 
who  are  serious  about  their 
homes.  Based  on  the 
same  successful 
concept  as  Sierra 
CompleteHome, 
which  released 
last  October, 
Sierra  has  pack- 
aged together  four 
versatile  and  easy- 
to-use  programs: 

3D  Landscape,  Photo 

LandDesigner,  Garden 
Encyclopedia,  and  3D  Deck. 

Making  Your 
Gardan  Grow 

Seattle  homeowner  Margo 
Mullally  was  given  a prerelease 


By  CODY  Browim 

I copy  of  Complete  LandDesigner 
\ and  asked  to  use  the  product 
I and  give  her  opinion  of  it.  Margo 
j has  owned  her  late  1920s,  three- 
j bedroom  home  in  Seattle  for  a 
i couple  of  years  and  has  spent 
i a lot  of  time,  money,  and  energy 
i renovating  the  inside. 

"Once  the  house  was  taken 
i care  of,  I knew  I had  to  start  on 
I the  yard.  But  the  thought  of 
I drawing  up  plans  and  spending 
: time  extensively  researching  gar- 

i dening  books  and  magazines  to 
: find  what  would  grow  and  look 

1 best  in  my  yard  was  werwhelrn- 

i ing.  While  calling  a professional 
I landscaper  to  handle  everything 
I was  tempting,  it  didn't  fit  in  my 
j budget.  That's  why  I was  curious 
i to  see  what  Complete 
: LandDesigner  had  to  offer.” 
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"It  was  perfect  for  me  because  it's  so  easy  to  use 
with  its  step-by-step  instructions/' 


-MAROO  mullally 


I 

I 


( 

I 


Usually,  getting  started  with 
a new  software  package  can  be 
a bit  difficult.  That’s  not  the  case 
with  this  suite  of  titles.  **lnitially, 
when  I saw  all  the  things  you 
can  do  with  all  the  products, 

I was  a little  intimidated.  I sup- 
pose I thought  it  would  be  hard 
to  figure  out,  but  it  wasn’t. 

I began  with  jD  Landscape  and 
was  on  my  way  in  minutes.  Rrst 
I checked  out  a few  of  the  pro- 
fessional designs  for  some  ideas 
and  then  I created  my  own  vir- 
tual yard.  I used  the  Lot  Wizard 
to  position  the  property  lines 


and  the  Slope  Wizard  to  deal 
with  my  tricky  back  slope.  But 
I wasn’t  finished  yet.  I didn’t 
have  to  imagine  what  my  yard 
would  look  like— I could  actually 
see  it  in  the  3O  WalkAbout.  And 
that  was  only  the  beginning. 

I saw  what  it  would  look  like  in 
a year  and  what  it  would  develop 
into  after  five  years.  I even 
checked  out  what  it  would  look 
like  through  the  four  seasons.” 
The  side  yard  was  Margo’s 
biggest  challenge.  It  was  so 
small,  she  wasn’t  sure  what  to 
do  here.  A little  help  from  Photo 
LandDesigner 
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was  the 
answer.  She 
loaded  a digi- 


I 


tal  file  of  the  north  side  of  her 
house  in  the  program.  “Within 
seconds  Photo  LandDesigner 
showed  me  several  wonderful 
options  on  what  I could  do  with 
the  yard.  The  design  I fell  in  love 
with  was  an  English  Country 
style.  Quaint  ivy  climbing  up  the 
chimney  and  traditional  box 
hedges  lining  the  brick  path.” 


So  What  Do  You 
Really  Think? 

”1  saved  a lot  of  time,  money,and 
energy  using  this  program.  I 
never  imagined  that  a computer 
program  could  do  all  this.  I loved 
the  fact  that  I could  walk  around 
in  my  future  garden  and  change 
plants  without  having  to  dig 
them  up  first.  It’s  great  to  have 
such  a high-tech  tool  for  the 


A Palette  of  Color 

Once  her  plan  was  finished, 
Margo  chose  plants  that 
would  add  beautifully  satu- 
rated colors  to  her  land- 
scape. ”1  was  really  intimi- 
dated by  all  the  options. 
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Use  Garden  Encyclopedia 
to  select  the  plant 
attributes  like  flower 
color,  climate  zone,  and 
bloom  season  that  are 
best  suited  for  your  gar- 
den and  yard. 


I love  flowers,  but  really,  I don’t 
know  anything  about  the  differ- 
ent species.  I can  tell  a rose 
from  an  iris  from  a daisy,  but 
beyond  that  I’m  lost.”  The 
Garden  Encyclopedia  was  just 
the  answer. 

Filled  with  more  than  3,000 
full-color  plants,  it  helped  her 
decide  which  she  liked,  and  the 
information  about  climate,  sun, 
and  shade  requirements  nar- 
rowed down  her  list.  “It  was 
great  to  just  browse  through 
the  photos,  but  what  I really 
liked  was  the  information  about 
how  much  care  is  required.  I 
work  crazy  hours,  so  I had  to 
choose  things  that  were  low- 
maintenance  but  still  pretty.” 


i garden  and  yard.  It  was  perfect 
i for  me  because  it’s  so  easy  to 
i use  with  its  step-by-step  instruc- 
i tions.  I could  see  serious  gar- 
; deners  and  landscapers  using  it 
: for  their  projects  too.”  /f 
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map  lo  male  u6  dream  of 
faraway  places?  Who  hasn't 
dreamed  of  escaping  the 
everyday  grind  by  exploring 
some  place  you've  never  been? 
Columbus  certainly  couldn't 
resist;  it  was  the  lure  of  a map 
that  dead-ended  with  "Here  be 
dragons"  that  sent  him  across 
the  Atlantic.  A fictitious  map  first 
gave  Robert  Louis  Stevenson 
the  idea  for  his  children's 
classic,  Treasure  Island. 

With  its  exceptionally  attrac- 


^ i / / ^ / : graphics,  USA  *98:  Streets 

r let  fV  larhet  travel  | and  Destinations  that 

Kc-,,port  - / . . ’•  that  maps 
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you  find  a speciticlbcitfdn,  find 


ti 


your  way  to  it,  find  the  busi- 
nesses and  attractions  around 
it,  and  create  a map  of  the  whole 
deal  that  you  can  print  out  and 
use  any  which  way  you  like. 

USA  *98  is  also  a handy 
travel  suite.  The  package  pro- 
vides direct  online  hookups 
to  find  driving  directions  and 
weather  forecasts,  to 
make  reservations  for 
lodging,  and  to  find 
businesses  that  accept 
the  coupons  in  the 
National  Values*  sav- 
ings book  that  comes 
with  USA  *98.  Topping*^ 
this  off  i^  the  otherpid  < 
book  you'll  find  when 
you  open  the  bofc^bf 
new  Frommer*s  USA  i 
guidebook.  Rawlins 


The  Complete 
Street  Atlas 

The  holy  grail  in  software  is 
ease  of  use— and  USA  *98  could 
hardly  be  easier  to  use.  USA  ’98 
comes  with  10  preset  "zoom" 
levels,  from  the  widest-possible 
setting  (all  50  states)  to  the 
most-focused  (on  the  street 
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Use  USA  '98's  direct  integration  with 
MapQuest  for  door-to-door  directions.  ' ^ 
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where  you  live).  Type  In  an 
address,  and  youVe  there— 
instantly!  USA  *98  won’t  be 
denied— it  has  160,000 
American  cities  and  towns  in  Its 
digital  brain!  You  can  instantly 
create  a detailed  map  on  any 
of  these  levels.  You  can  even 
create  your  own  level  by 
drawing  a rectangle  around 
a particular  area. 

Now  you  can  do  something 


that  generations  of  cartogra- 
phers would’ve  sold  their 
souls  to  do— easily  and  quickly 
customize  a map.  Use  the  200 
custom  symbols  to  mark  your 
house,  your  friend’s  houses, 
and  any  points  of  interest  in 
between.  Use  the  pull-down 
menus  to  search  for  all-night 
diners,  banks,  multiplexes— 
whatever  you  need  that’s  close 


by.  Mark  those  locations,  too. 
Now  add  borders,  highlights, 
and  even  notes  of  text  to 
increase  your  map’s  usefulness. 
Too  much?  Edit  your  changes. 
Too  little?  USA  *98  lets  you  do 
whatever  you  need  to  do  to  cre- 
ate a clear,  readable  map.  Printit 
out  in  color  or  black  and  white, 
and  make  sure  that  no  one  gets 
lost  on  the  way  to  your  party, 
or  that  you  don’t  get  lost  trying 
to  find  that  hideaway 
bed  and  breakfast  on 
the  beach  at  the  end 
of  a 10-mile  dirt  road. 

If  you  do  any 
traveling,  you  can 
do  your  planning 
ahead  of  time  and 
bring  a map  with 
you.  If  you  bring 
your  laptop  along, 
you  can  make  correc- 
tions or  additions  to 
your  map  as  you  go 
along.  If  you  wake  up  in  the  mid- 
dle of  the  night  in  your  hotel 
with  a king-size  headache,  you’ll 
know  where  the  nearest  phar- 
macy Is. 

USA  *98  has  more  listings  of 
hotels,  restaurants,  health  clubs, 
museums,  and  other  businesses 
and  services  than  any  of  its  com- 
petitors—almost  1.5  million 
of  them. 
Roadside 


Frommer’s  USA 


hin 


USA  *98  also  comes  with 
a free  copy  of  the  new 
Prommer*5  USA  guide- 
book. Now  you  have 
jm  a thousand  pages  of 
" descriptions  of  every- 
thing there  is  to  do 
J and  see  in  practically 


VSA' 


V I 


1 every  city  and  town 

- in  the  United  States. 




r attractions? 
USA '98  has 
more  than 
500,000 
geographic 
points  of 
interest, 
from  seaside 
to  mountairrtop 
‘ and  every 
national  park 
fn  between 


Now  you  can  do  something  that  generations  of  cartographers  would've 
sold  their  souls  to  do-easily  and  quickly  customize  a map  " 

-BTCVCN  BRYAN  BiCLCR 


The  Handy  IWivel 
Suite 

Is  the  Internet  of  any  real  use? 

It  certainly  is  if  you  like  to 
travel.  USA  *98  gives  you 
direct  online  hookups  to  two 
of  the  best  friends  a traveler 
can  have,  MapQuest  and 
NetMarket  Travel. 

With  the  instant  access  to 
MapQuest  provided  right  in  the 
interface  of  the  program,  you 
can  request  driving  directions 
between  two  points,  and  you’ll 
get  a detailed  map  you  can 
personalize  further  through 
USA  *98.  MapQuest  also  covers 
Canada  and  Mexico  and  can 
even  tell  you  about  the 
weather  at  your  destination. 

With  NetMarket  Travel,  you 
can  find  discounts  on  hotel, 
car,  and  airline  reservations. 
NetMarket  is  also  the  distributor 
of  the  popular  Entertainment* 
Savings  Coupon  Books  (total 
value  $250),  which  guarantee 
that  even  fewer  dollars  will 
escape  your  wallet.  USA  *98 
pinpoints  the  locations  of 
businesses  that  accept  these 
coupons,  so  no  matter  where 
you  go,  value’s  never  far  away. 

In  the  Age  of  Exploration, 
Columbus  and  his  cohorts 
had  to  put  up  with  dragons 
and  other  nonsense  on  their 
maps.  Fortunately,  we  only  have 
to  worry  about  finding  the  right 
exit  off  the  Interstate  and  a hotel 
near  some  good  restaurants. 
With  USA  *98:  Streets  and 
Destinations,  you  can  create 
maps  that  are  just  as  evocative 
as  the  maps  of  old,  but  far  more 
clear,  much  more  personal,  and 
definitely  more  useful  than  any 
other  interactive  mapping 


software  program  has  ever 


View  the  U.6.  et  eiiy  level  from 

the  country  to  your  neighborhood. 


USA  '98  instantly  zooms  into  any 

area  of  the  United  States. 

USA  '98  is  perfect  for  a trip-print 
out  your  map  and  take  it  with  you. 


USA  '98:  Streets  & Destinations 
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first  review  of  forint 
Artist,  Sierra's  best-selling 
home  publishing  software.  It 
was  a typical  assignment:  I was 
to  take  a copy  of  the  program 
home,  try  it,  and  then  write 
about  my  experiences. 

The  first  test  was  going  to 
be  loading  it  onto  my  hard  drive. 
It  loaded  without  a problem. 

1 briefly  looked  over  the  manual 
and  within  lo  minutes,  I had 
made  my  first  card,  printed  it 
out,  and  actually  liked  it.  Not 
bad.  Next  I made  a calendar 
and  added  some  custom  graph- 
ics. Again,  I was  really  pleased 
with  the  results.  But  the  real  test 
came  when  my  then  eight-year 
old  daughter  Louise  wanted  to 
try  it  out.  Kids  offer  the  true  test 
because  they  can  make  or  break 


a program  in  no  time  at  all. 

Print  Artist  was  a hit  with  her. 
Like  me,  within  minutes  Louise 
was  having  a great  time.  She 
customized  her  “Do  Not  Disturb' 
signs  for  her  bedroom  door, 
created  sample  birthday 
cards,  and  made  party  bas- 
kets for  her  friends.  And  that 
was  just  a fraction  of  what  the 
program  can  do.  Louise  used 
Print  Artist  for  over  an  hour, 
trying  out  the  thousands  of 
different  options,  and  her  pleas- 
ant experiences  were  enough 
for  me.  Il  was  Irue,  Print  Artist 
lived  up  to  its  reputation -it  was 
fast,  fun,  and  (you  guessed  it) 
easy  to  use. 

Since  that  time,  I have  seen 
Print  Artist  evolve  into  much 
more — namely  Print  Artist  4.0 


Platinum, 

Not  content  with 
having  a best-selling,  highly 
acclaimed  program,  the  Print 

Artist  team  scoured  the  world 
looking  for  designers  to  improve 
the  bank  of  graphics  In  the  pro- 
gram—both  in  terms  of  quantity 
and  quality.  They  increased  the 
Agfa  font  library  to  300  fonts 
and  added  additional  profes- 
sional layouts  for  home  and 
small-business  use.  Thanks 


i’ 


Interaction  Magazine  Spring 
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" tfie  highest  FamilgTested  score  yet  for  a publishing  program 

marrying  power  and  ease  of  use  with  true  creative  flair  " 


to  a couple  of  power- 
ful add-ons— Afa/'s  Power  Goo 
SE  and  iPhoto  Express-- Print 
Artist  4.0  Platinum  is  simply  the 
most  comprehensive  home  pub- 
lishing software  tool  available— 
period!  If  there  is  another  one 
out  there  that's  even  close, 

I can't  find  it. 

More  Research? 

No  Problem 

In  the  name  of  research,  I felt 
it  was  my  responsibility  to  per- 
sonally test  iPhoto  Express  and 
Kai*s  Power  Goo.  Having  a really 


good  time  while  I tested 
the  software  was  simply 
a fringe  benefit  of 
the  assignment. 

I began  my 

experiment  with  a few 
of  the  32,000  graphics 
included  with  Print 
Artist  4.0  and  iPhoto 
Express.  I mixed  and  matched 
images,  text,  and  colors.  In  fact, 
time  quickly  slipped  away  as 
I added  photos  to  cards, 
stationery,  and  flyers.  That 
was  easy.  But  what  could  it  do 
with  my  photos?  A lot,  as  it  turns 
out.  I took  a CD  (just  back  from 
the  drug  store)  with  the  last 
family  birthday  party  preserved 
as  digital  images  and  loaded 
them  into  Print  Artist.  Now  I 
can  truly  personalize  cards 
and  banners. 

Endless  Numbers  of 
Creative  Possibilities 

But  that  was  just 
the  beginning. 

I also  wanted  to 
see  what  I could 
do  with  those 
photos  besides 
placing  them 
within  my  proj- 
ects. I started 
manipulating 
them  with  Kai*s 
Power  Goo. 

This  powerful 
manipulation 
tool  offers  a new 
creative  dimen- 
sion way  beyond 
just  silly-putty 
faces.  I tried  my 
hand  at  soften- 
ing and  redefin- 
ing images  and 
recoloring  graph- 
ics to  my  custom 
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Select  the  project  you  want  to  make,  then 
choose  one  of  the  2,500  layouts  included  in 
the  product-or  create  your  own. 




-Family  PC 


specifications.  When  I put  t 
hese  three  products  to  work 
for  me,  in  the  truest  sense  I 
became  the  designer,  art 
director,  and  production  artist 
on  all  of  my  projects.  And  I 
don't  have  a background  in 
design.  Who  needs  one? 


them  looked  as  though  a profes- 
sional designer  had  spent  hours 
creating  them. 

What  makes  Print  Artist  4.0 
Platinum  such  a powerful  and 
successful  home  design  tool  is 
that  it's  such  a comprehensive 
program.  From  its  unusual  photo 


Your  Imagination  Is 
Packed  With  Great 
Ideas! 

I've  tried  many  of  the  pre- 
designed layouts  that  come  with  i 
Print  Artist,  and  I've  even  made  I 
a couple  things  from  scratch.  j 

But  when  compared  with  what 
some  of  Print  ArisVs  more 
devoted  fans,  the  Print  Artist 
Lovers  (PALs),  can  produce,  j 

I'm  definitely  a beginner.  ? 

Frankly,  I was  more  than  just  a j 
little  amazed  at  the  thousands  j 

of  new  and  unusual  projects 
I've  seen  created  using  Print 
Artist  4.0  Platinum.  PALs  from 
across  the  country  have  sent  in  i 
baby  mobiles,  lampshades,  mail-  \ 
box  covers,  business  cards,  invi- 
tations, banners,  and  posters 
that  they  created  with  this  pow- 
erful yet  enticingly  simple  multi- 
project design  tool.  Most  of 


manipulation  features  to  one 
of  the  fattest  graphics  libraries 
anywhere.  Print  Artist  4.0 
Platinum  literally  has  it  all. 

Print  Artist  4.0  Platinum  is 
one  of  the  fastest  growing  hobby 
products,  because  it  unlocks  the 
creative  possibilities  in  anyone. 
Start  with  a little  imagination, 
and  who  knows  what  will 
happen  next?  ^ 
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When  in  Rome... 


By  R.  Y.  Eaton 

Ohe  empire-building/ 
i strategy  genre 
I has  experienced 
rapid  growth  in  the 
last  few  years.  Much  of  the 
credit  for  that  goes  to  Lords  of 
the  Realm  series  designer  and 
Impressions  co-founder  David 


building/strategy  genre  stan- 
dard. Lester  and  company  are 
now  pushing  the  genre  to  new 
limits  with  Caesar  III— a game 
that  expands  exponentially  on 
its  prequels  while  staying  true 
to  the  acclaimed  intricacies  of 
the  Caesar  series. 


www.sierfa.com/caesar3 


of  the  Emperor— thus  ascending 
the  hierarchy  of  Roman  society. 

Although  Caesar  II  was  widely 
recognized  for  its  rich  graphics, 
even  this  early  in  development, 
Caesar  III  puts  it  to  shame.  With 
amazing  animation  and  true-to- 
life  attention  to  detail.  Caesar  III 


...while  the  game 
is  set  up  from 
your  perspective, 
you  will  soon 
notice  life  does 
not  stand  still  at 
your  whim. 


draws  you  deeply  into  the  heart 
of  Roman  life.  For  example, 
while  the  game  is  set  up  from 
your  perspective,  you  will  soon 
notice  life  does  not  stand  still 
at  your  whim.  The  denizens  of 
your  settlements  go  about  their 
daily  business,  walking  the 
roads,  working  in  fields, 
driving  carts,  or,  if  they  are 
wealthv  enough,  merelv 
meandering  through  parks 
and  establishments.  You  can 
actually  watch  grapes  grow 
on  the  vine  and  livestock 
fattens  right  before  your 
eyes.  Details  are  what  set 
great  games  apart,  and  upon 
its  release,  Caesar  III  will 
instantly  command  attention. 


Ambition  Should 
Bo  Made  of 
Sterner  Stuff 

Caesar  III  designers  were 
intent  on  keeping  the  game 
as  lifelike  as  possible. 


o 


Lester.  Inspired  by  Sim  City, 

Lester  was  determined  to  create 
a city-building  game  that  felt 
real  and  offered  continuous 
challenges,  **\  thought  building 
a city  that  had  contact  with  the 
outside  world  or  historical  set- 

( 

ling  could  be  very  exciting."-- 
Lester  saye.  He  decided  Rome 
would  be  the  perfect  eetting 
for  his  new  game,  and  in  199^. 
Coesof  was  launched  to  critical 
suaess. 

Three  years  later.  Impressions 
upped  the  ante  with  Caesar  II 
and  proceeded  to  win  Computer  'j 
Gaming  Worlds  Golden  Triad 
Award  and  PC  Gamer^s  Editor's 
Choice  Award.  Over  a half 
million  gamers  agreed  Lester 
had  indeed  created  the  empire 
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Friends, 

Romans, 

Countrymen 

Caesar  III  starts  you 
out  in  the  sandals 
of  a young  provincial 
governor  in  the 
employ  of  the  Roman 
Empire.  You  hove 
been  charged  with 
the  task  of  spreading 
Roman  culture  to 
outlying  barbaric 
regions,  thus  further- 
ing the  boundaries  of 
the  powerful  Empire. 
By  building  cities, 
establishing  Indus- 
tries, and  developing 
trade  relations,  you 
seek  to  win  the  favor 
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Certain  situations  call  for 
different  reactions  and  selec- 
tions—after  all,  what  is  the  point 
of  giving  the  player  a multitude 


tend  to  do).  No  longer  satisfied 
with  periodic  tribute,  the 
Emperor  has  taken  to  leveling 
specific  demands.  If  he  asks  for 


wine,  you’d  better  start  growing 
some  grapes  or  establish  trade 
with  a city  with  hearty  vineyards. 

As  with  Caesar  //,  Caesar  III 
bases  your  success  on  four  rat- 
ings. While  Caesar  III  has 
retained  three  of  the  original  rat- 
ings, Peace,  Culture,  and 
Prosperity,  it  has  replaced  the 
Empire  rating  with  a Favour  rat- 
ing. The  Peace  rating  rises  and 
falls  based  on  the  quantity  of 
riots  and  the  destruction  of 
property  by  people  hostile  to 
Rome.  Since  Rome  was  known 
for  its  high  culture,  a city  must 
make  cultural  activities  (philo- 
sophical and  political  debate, 
education,  religion,  and  enter- 
tainment) available  to  its  popu- 
lation to  earn  a good  Culture 
rating.  Prosperity  is  often  a mea- 


of options  if  any  of  them  work 
in  all  situations?  For  example,  in 
the  warmer  climate  of  the  south- 
ern regions  of  Rome,  you  will 
find  your  olive  crops  flourishing, 
but  don’t  even  think  about  try- 
ing to  raise  said  olives  in 
Hibernia,  lest  you  find  yourself 
bankrupt  after  a few  fruitless 
seasons. 

Impressions  has  made  a 
major  change  to  simplify  game 
action.  In  the  first  two  games, 

• ^ameplay  occurred  in  three 
• ^ different  nipdes.  You  were 
^ re^uiied  y>  swftclvbe^en  city,  , 

^ jytovlpcial.  arrd  battle  modes;^  ^ 

^ lacii  handled  ageparate  aspect 
^ of  the  game.  Mi  Caesar  III,  all 
0 action  happens  in  thecit|g|fno<}e. 

^ WhenthahiithensailvanceOnOi* 
H ^ your  sattlement,  you  will  actual-  K 
^ A lylie  able  to  see  Ultra  wreakim  ^ i 
^liavoconyotirsiiiictar^s*  Q 
deaiioyfngipijrcrops,  plunder-^ 
ing  your  ttmpias,  and  leveling  Jl 
the  homes  pi  your  citizens.  ..  ^ 
Another  significant  change  " 
from  Caesar  II  focuses  on  th^ 
Emperor -who’s  gotten  everi 
more  demanding  (as  Emperors 


When  the  heathens  advance  on 
your  settlement,  you  will  actually 
be  able  to  see  them  wreaking 
havoc  on yourstmctures... 


sure  of  the  quality  of  life,  so  in 
Caesar  III  unemployment,  varied 
diet,  tax  income,  and  business 
all  affect  the  Prosperity  rating. 
Favour  is  the  tricky  one,  because 
it  rises  and  falls  depending  upon 
your  success  at  pleasing  the 
(often  fickle)  Emperor. 

Some  of  Lester’s  success 
can  probably  be  attributed  to 
his  love  of  history  and  attention 
to  comprehensive  research  and 
detail.  First  and  foremost,  how- 
ever, Lester  is  a gamer  and 
knows  what  makes  for  com- 
pelling gameplay.  He  knows 
better  than  anyone  that  develop- 
ing and  managing  a new  Roman 
settlement  is  no  easy  task.  But 
by  successfully  completing  your 
objectives,  you  will  become 
eligible  for  promotion,  which 
leads  to  greater  assignments. 
However,  should  you  fail,  you 
will  feel  the  wrath  of  the  Empire. 
Caesar  III  will  deliver  all  the 
strategy,  graphics,  in-depth 
gameplay,  fun,  and  challenge 
you  can  handle.  So,  be  careful 
and  be  prudent— being  a galley 
slave  or,  worse,  being  fed  to  the 
lions  is  a fate  not  fit  for  a hero. 


YOUR  Chariot  Awaits:  Stunning  new  animations  bring  the  excitement  and  pageantry  of 
Rome  to  life  and  put  you  deep  in  the  heart  of  ancient  civilization. 
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• Blood  of  the  Sacred.  Blood  of  the  Bamned 


By  Eric  IWelker 


©hen  Gabriel  Knight  II: 
i The  Beast  Within 
f was  introduced  in 
early  1996.  adventure 
gaming  changed  forever.  Fol- 
lowing closely  in  the  footsteps  of 
its  acclaimed  predecessor.  Sins 
of  the  Father,  Gabriel  Knight  II 
elevated  the  standard  of  adven- 
ture games  with  its  compelling 
story  line,  deep  character  devel- 
opment, and  technically 
advanced  graphics  and  music. 

For  too  long,  adventure  games 
had  predictable,  serialized  plots. 
They  were  packed  with  irradiated 
talking  tentacles  stalking  weary 
townspeople  or  Indiana  Jones 
wannabes  searching  for  ancient 
hidden  jewels.  And  of  course 
don't  forget  the  elusive  mad  sci- 
entist. A new  voice  was  needed, 
and  award-winning  author  jane 


MIT. 


Tickets  Please:  The  most  promising  Jane  Jensen  adventure  yet,  GK3  takes  you  to  mysterious 
destinations  where  your  mind  is  tested  and  your  beliefs  questioned. 


tore  games  tolhe 
Giristie  mystery 
Alfred  Hitchcock 
thrillers,  because  they  relent- 
lessly draw  you  in  and  you 
never  know  what  to  expect  next. 


in  Gabriel 
Knight  III:  ^ 
I Blobdbf  the  Sacred,  Btood  of  C 
I theOmnimd,due§0Tmieasefm 


...just  like  real  life, 
your  perception  of 
reality  greatly  depends 
on  being  in  the  right 
place  at  the  right  time. 


: encqi^  of  6abfjelJ(night,  a 
I mystery  writer  i^hose  real-life 
i research  he&  uncovered  severot 
j quesdonato  hts  fimily's  far-  O 


fete  Bimmer,  Sienaintroducea 


the  Prince's  newborn  son, 

Gabriel  agrees  to  help  the 
Prince.  He  immediately  sets 
off  for  the  royal  home  in  Paris. 
Upon  arriving,  he  discovers  the 
Prince's  fears  were  not  unfound- 
ed—a kidnapper  has  made  off 
with  the  baby.  It's  only  then  that 
Gabriel  learns  the  child  is  appar- 
ently the  key  to  a century-old 
enigma  surrounding  the  royal 
family. 

Gabriel  tracks  the  kidnapper 
to  Rennes-le-Chateau,  a village 

mn  t(ie  rural  vallf  y region  of  cen- 

tr^l  in«nc^cnt  * « 

i and  rhodtrn  mysterius.  As  * # 


r # MlihJy.detsItid  3O  game  0 
AM«ild,}tdllhisyoyafeve4of  ^ 
mq>lorhtlMi  Ml  yet  steri  hi  any 
adventure  fme*  as  well  as 
control  in  the  mkHIte  of  sus- 
Of  penseful  sequences.  0 

6A5  continues  the  expert*  ^ 


Gabilel  explores  thft  town  and  ^ 
tiuMtidPs  (fie  Mhabitants  and  ^ 


idacWnf  supernatural  ties.  NC  ^ 

; ffitastaiy,  Gabiltl  ia  summoned 

I to  lhe^om•ofauirren((yii  ^ f \VKors.  ha  roalizat  the  mystery  ^ 
I HKlUOnadTOHil scion. THa  ^ M snrrotindtngOie  (hinW’slimtty  ® 
i ^ifwenotdnGabrial'SMpto  Oj  tKcormactariLtoamysteiyofthe*  a 


! explain  saawiSnMtbtarre,  and 
i poasIWy event*. 
Obaaiied  nMi  the  safety  of 


I ancient  t«wn -and  fedto  iriVDlea  qJ 
I ewrant  politieal  spandas  and  < a ^ 
‘,t  andantsacnis.  ’ ' 


From  Any  Angle:  Zoom  in.  Zoom  out.  Move  left, 
light,  up,  or  down.  With  optional  unrestricted 
camera  capabilities,  your  viewpoint  of  the 
game  is  totally  up  to  you. 


The  foundation  of  this 
virtuai,  iiving  worth 
rests  on  Sierra's  new 
G-Engine  technoiogy, 
a progressive  3D 
engine  custom-huiit 
specihcaily  for  GK3. 


This  feature 
proves  benefi- 
: dal  when  observing  some  of  the 
i moee  subtle  actions  of  the  other 
f cheracters.  # , 


Uncovering  the  secrets  and 
eni^fnas  wilt  immerse  you  In  this 
TenthrallingthfNIer-mysfeiic  GKj 
> is  set  In  an  ultra  reallstic  3O  I GK3  will  beTnuch 

'environment  in  which  you  have  O3  like  controUing  the  cameras 
unlimited  exploratory  game  con*  j and  main  character  fn  a movieJ 
‘ tfol  once  reserved  lor  action  vj)  ri  Chifing  the  13  time  blocks, 


games  such  as  Tomb  Raider  and 
Quake.  Viewed  from  a fhst«per- 
son  or  third-person  point  of 
view,  camera  angles  are  fully 
^adjustable  to  any  position  in  the 
environment,  whether  in  the  nor- 
mal exploratory  gameplay  or  the 
in-game  integrated  story  scenes. 


G-Engine  technology,  a progres- 
sive 3D  engine  custom-built 
specifically  for  GK3.  Designed  to 
create  the  most  immersive  world 
possible  with  today's  latest  com- 
puter technology,  the  G-Engine 
allowed  the  design  team  to  cre- 
ate intelligent,  lifelike  3D  charac- 
ters who  have  unbelievably  fluid 
animations.  In  addition,  the 
highly  detailed  backgrounds 
are  based  on  real-world  loca- 
tions and  objects  that  don't  suf- 
fer from  pixelation  or  decreased 
graphic  quality  when  viewed 
close-up.  For  example,  if  you 
want  to  get  a closer  look  at  a 
work  of  art  across  the  room, 
will  interact  and  converse  I then  walk  up  and  press  your 

with  other  characters,  perform  j nose  to  the  canvas;  you'll  find 
actions,  and  influence  the  events  j the  detail  is  just  as  crisp, 
in  the  story— all  in  real-time.  While  G/O  l^kes  advantage 

And  j4$t  like  real  life,  your  \ of  the  latest  graphics  and  audio 
perceptiolh  obreality  greatly  ^ ] card  technology,  the  engine  Is 

depends  on  being  in \lifri igl.it  TuU|  ^dldble  foi  iiidiiy  compuiei 

^ place  at  the  right  time.  In  p systems.  So,  even  computers 
^ the  level  of  undemtanding  you  ^ with  the  minimum  system 
j fake  from  the  gmoe  depends  requireiiients  wiN  letyou  experi-  ^ 

on  your  puTTfe^lving  skills  ^ j enco  stunning  foelism  and  detalL 


scenes  are  taking  place— both  j fake  from  the  game  depends  pj  requfrenients  wiN  letyou  expori-  ^ ^ 

independently  and  in  close  cor>-.,  yaut  puTTfe^lving  skills  ^ | enco  stunning  foelism  and  detalL  ^ 
iunction  with  the  plot.  The  virtu-  ^and  ablfity  to  keep  tabs  on  ^ Watch  For  additional  story  ® 
al  world  is  enhanced  with  a cast  he  events  faking  place  in  and^  W updates,  technological  details,  ^ 

of  characters  who  live  out  their  around  the  vNlage  and  surround-  I and  Insider  informatfon  about  # 0 

daily  lives  independently  from  j ing  valley.  ^'^obrieUCnight  W:  Blood  o^the  ^ 

the  player.  So,  whether  or  not  The  foundation  of  this  virtual,^  Socndi  Bhodofthe  Damned  in  q _ 

the  player  is  present,  characters  ! living  world  rests  on  Sierra^  new  f upcoming  issues  of  interAethn. 


I 
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Intergalactic  Genre  Bending 


www.!)ierraxoiii 


By  Eric  TWelker 

Ot*s  not  often  that 
a computer  game 
company  stakes 
a claim  in  an  entirely 
new  genre  of  computer  gaming, 
but  Sierra  is  doing  just  that  with 
the  introduction  of  Homewohd. 
Action.  Adventure.  3D  real-time 
strategy.  Simulation.  Sound 
familiar?  Well,  if  youVe  been 
playing  computer  games  for  even 
a short  time  now.  you  recognize 
these  as  industry  “buzzwords." 
And  while  some  games  come 
along  that  mix  these  brands 
with  varying  degrees  of 
success,  few  games  in  the 
past  several  years  have 
successfully  invoked  new 
genres.  Sierra  proudly 
introduces  a game  that 
does  that  and  more.  When 
it  releases  late  this  summer. 
Homeworld  will  break  down 
many  preconceived  notions, 
expand  into  an  entirely  new 
arena  of  games,  and  leave 
you  thinking.  “Why  hasn't 
anyone  thought  of  this 
before?" 


Home  Sweet  Home 

The  first  space  strategy  game 
set  in  a true  3D  environment. 
Homeworld  takes  place  In  the 
far  reaches  of  your  visible,  and 
very  populated,  universe.  The 
planet  you  once  inhabited  was 
the  center  of  a lush,  resource- 
rich  galaxy.  Inevitably,  peace  was 
shattered  when  some  uninvited 
visitors  lambasted  their  way  into 
your  world.  Invading  your  peace- 
ful society  with  the  sole  intent 
of  overtaking  it,  these  insidious 
outsiders  wiped  out  millions,  and 


relocated  the  survivors  to  a cold 
and  lifeless  planet  on  the  edge 
of  the  galaxy.  The  journey  to  this 
galactic  Siberia  took  hundreds 
of  years,  during  which  time  your 
population  was  brainwashed  and 
lost  all  memories  of  your  pros- 
perous and  productive  past.  By 
the  time  the  transports  reached 
the  distant  planet,  only  ancient 
fables  and  folklore  held  clues 
to  paradise  lost.  One  such  fable 
speaks  of  a beautiful  white  moon 
unlike  anything  in  your  new  solar 
system.  And  the  only  bit  of  evi- 


Your  goal  will  be  to  build  and 
manage  your  traveling  society 
and  protect  it  from  peril  during 
its  journey  home.  Your  convoy 
fleet  (all  3D-rendered  in  such 
careful  detail  that  landing  lights 
blink,  gun  turrets  pivot,  engines 
glow  in  full-throttle,  as  well  as 
other  effects)  has  departed  from 
the  temporary  world  and  is 
awaiting  your  orders.  The  crystal 
beacon  is  guiding  your  mother- 
ship,  a massive  spacecraft  that 
serves  as  your  mobile  home  and 
construction  base.  Your  first  step 


. . .archeologists  discover 
a faint  signal:  a repeating 
code  deciphered  as  an 
astronomical  heading,  a 
compass  setting  for  your 
society's  true  home. 


Send  Out  the  Troops:  Send  your  fighters  out  to  attack  as  you 


defend  your  fleet  from  many  adversaries. 


dence  that  the  moon  ever  actual- 
ly existed,  and  may  still  exist, 
is  a sacred  chunk  of  crystal  of 
other-worldly  origin. 

» 

• There’s  No 
Place  Uke...*  • , ‘ < 

^ the  game  begins,  arcbeolo-  • 
0 gists  studying  the  hallowed  crys- 
tal  discover  a faint  signaira  • 
repeating  code  deciphered  as 
an astronomkai heading,  acorn-  i 
pass  setting  for  your  society's  | 
true  home.  As  cuNural  upheaval 
ensues,  society  sets  its  technol- 
ogy and  mindset  toward  a new 
goal:  returning  to  its  (you  { 
guessed  right)  Homeworld. 


will  be  building  up  your  fleet 
of  fighters,  corvettes,  frigates, 
resource  collectors,  and  other 
craft  that  will  help  you  safely 
navigate  the  long  trip  home. 

It  will  take  strategic  thinking, 
quick  reactions,  and  a strong 
will  to  live  to  survive  the  ardu- 
ous trip.  * • * • ^ 

As  a single-player  game  or  o ^ 
played  against  up  to  eight  # ^ ^ 

other  players  via  WON  fihe  • 
World  Opponent  Network  at  ^ 
www.won.netj,  modem,  or  net-  9 
work. /fomeworfd  promises  ^ 9 ^ 
wild  and  thrilling  ride.  Dorothy  ^ ^ 
was  right;  "Therels  no  place 


like  home!* 


www.$ieffa.coiii/es3 


• Somewhere  in  the  Far  Reaches  of  the  Universe. . . 


By  Betti  Demetrescu 

Ohe  one  thing  most  i 
I companies  would 
" never  even  con- 
sider is  taking  one 
of  the  most  popular  and  widely 
recognized  3D  combat  action 
simulation  series  of  all  time 
and  changing  the  name.  But 
once  the  EarthSiege  3 devel- 
opment team  got  its  collective 
mind  around  what  the  third 
installment  in  the  EarthSiege 
saga  would  actually  be,  they 
realized  this  game  would  reach 
far  beyond  the  planetary  plane 
of  its  two  exhilarating  pre- 
quels. This  new  game  would 
push  the  saga  toward  the  daunt- 
ing unknown  of  the  stars.  This 
new  game  would  only  be— could 
only  be—Starsiege, 

EarthSiege  and  EarthSiege  2 
pitted  mankind  against  the 
Cybrids  in  a battle  to  avoid 
extinction.  Starsiege  brings  you 
200  years  beyond  those  victories 
into  a terrifying  multiplanet  con- 
flict with  everything  from  Cybrids 
to  the  Earth  Empire  to  Rebels 


1 


www.STARSEi6E.coM:  Download  the  free 
technical  release  now. 


R0CKn*s  Reo  Glare:  Nothing  like  a midnight 
stroll  around  the  Mock... incoming* 


on  Mars.  No  longer 
are  you  combating 
traditional  enemies— 
now  everything  lurking 
in  the  unknown  pro- 
vides horrific  danger... 
and  ass-kickin*  fun. 

One  thing  Sierra 
has  always  tried  to  do 
is  listen  to  our  fans. 

With  Starsiege,  we 
make  no  exception.  Everyone 
loved  EarthSiege  2,  but  one 


...fans  wanted multipiayer, 
needed  multipiayer. . . 
Starsiege  is  a multipiayer 
technological  masterpiece. 


thing  we  kept  hearing  was  that 
fans  wanted  multiplayer,  needed 
multiplayer,  would  die 
sour,  barren  deaths 
without  multiplayer. 
Starsiege  is  a multi- 
player technological 
masterpiece.  “Yeah 
right,  promises, 
promises,"  youYe 
probably  saying  right 
now.  Go  take  a look 
#or  yourself.  Right  ^ 
now  you  can  down- 
load a special  techni- 


want  independent 
weapons  control? 

Tell  us!  You  want 
nuclear  capability? 

Tell  us!  You  always 
wanted  to  help 
design  a game, 
now  is  your  chance. 

One  of  the  best 
multiplayer  features 
is  the  death-match 
mode,  where  the  number  of 
gamers  is  limited  only  by  your 
LAN  connection.  As  well  as 
pitting  you  against  fierce  other- 
worldly competitors,  Starsiege 
teams  you  up  for  brutal  one- 
on-one  battles  to  the  death. 

To  all  the  zillions  of  Earth 
Siege  players  out  there,  worry 
not— EarthSiege  isn't  going 
away!  Featuring  a brand-new 
game  engine,  3D  support,  a. 
f host  of  mighty  new  weapons, 
i and  (tanWm-crushlng3n^  ^ a 
^ombatiequenc^  inside,  ^ • 


Smooth  Gamepuv:  Starsiege  will  be  the  first  release  from  Sierra  that 
features  Oynamix'  new  Starsiege  game  engine. 


cal  release  of  ^ ^ ^oulsfda,  oLeven  uiidergrouA,  ^ 

Starsiege.  .j^tte  Earfh^l^safa  hasgmwn  J 

out  (www.flMSleit  I Sgpgd  (he  Mn^conffncf  ol . ^ 

xmo)  and  ust  the  Mayhe  the  i^i  ^ 

Instant  Feedback  Oi|^ efNkBh  to^ 
capabilities  to  teft  us  6 
^ what  you  think.  You  ■ R 


, I* 
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• King’s  Quest  Springs  into  Action 


www.sieffa.coiii/iiiasl( 


By  Jeffrey  Adam  Young 

hen  Roberta 

M Wt  FA  Williams  made 
the  decision  that 
Mask  of  Eternity 
was  going  to  be  a real-time  3D 
game,  waves  of  rumors  washed 
through  the  industry.  Some 
torridly  mourned  the  death  of 
the  adventure  game  and  cried 
foul,  while  others  anxiously 
marveled  at  the  possibilities  of 
a real-time,  sD-modeled  action 
adventure  set  in  the  King*s 
Quest  universe. 

Mask  mart(s 
the  first  time 
true  3D  action 
has  been 
integrated  into 
this  ciassic 
adventure 

* 'game  series. 

' • * • • * • • 

• • •• 

• Mow  that  more  concrete  infor*  \ 

^ Omation  about  Alos/tr  is  beginning  p 
^ ^ in  surfaoe.  itia  clear  the  odven-  J 
0 ture  game  ia  far  from  dead.  O : 

^ ^ Roberta's  new  vision  for  this  0 ^ 
^ A^?tnre  is,  as  always,  ground*  0 J 
^ W breaking,  and  her  intention  ^ ^ 
with  this  eighth  inductee  to 
the  series  is  to  Introduce  the 
traditional  King*s  Quest  audi- 
ence to  a new  genre  of  gaming 
and,  in  turn,  bring  a new  genera-j^^ 
tion  of  gamers  to  a new  era  of 
King*s  Quest. 


The  Mask  design  team  spent 
nearly  two  years  developing  and 
refining  the  technology  that  will 
drive  the  game.  In  a recent  inter- 
view for  a fan-based  website, 
Roberta  said,  “Now  that  most  of 
the  technology  development  is 
finished,  the  actual  implementa- 
tion of  the  game  is  going  on. 

The  game  is  quickly  coming 
together  now  as  many  pieces  of 
it  were  concurrently  underway 
(in  development)  while  the  tech- 
nology was  being  developed. 


Daventry  have  been  turned  to 
stone  by  a disastrous  magical 
curse.  All  inhabitants  but  one: 
the  son  of  a local  villager, 
Connor  Mac  Lyrr.  Players  will 
assume  the  role  of  this  young, 
unlikely  hero  to  brave  many  evil 
encounters  and  find  the  missing 
pieces  of  a sacred  mask  that  will 
cancel  out  the  spell,  and  restore 
peace  in  Daventry. 

Not  King’s  Quake 

With  some  of  the  gameplay 


Mood  Lightino:  Dynamic  lights,  shadows,  and  3D  sound  add  to  the  realism 
and  excitement  of  the  Mask  of  Eternity  experience. 


• 

Now,  K's  just  a matter  of 
putting  all  these  pieces  o 
together*  ^ ^ 

The  Day  the 
Kingdom 
Stood  Still 

Mask  will  include  an 
imaginative,  personal 
take  on  the  archetypal 
Klng*s  Quest  story  line. 

In  this  installment,  all  of 
the  inhabitants  of  the 
beloved  kingdom  of 


Swamp  Thing:  More  than  80  unique  creatures 
inhabit  the  seven  dynamic  worlds  of  Mask. 


characteristics  that  are  tradi- 
tionally found  in  first-person 
shooting  games.  Mask  marks 
the  first  time  true  3D  action  has 
been  integrated  into  this  classic 
adventure  game  series.  You  will 
have  commands  for  three  types 
of  jumps,  including  a backflip, 
and  you  will  control  ranged 
weapons,  like  crossbows,  as 
well  as  close  combat  weapons 
such  as  swords. 

But  don't  get  the  idea  that 
this  game  is  focused  entirely 

on  action.  Mask  will 
interweave  a strong 
narrative  story  with 
immediately  gratify- 
ing 3D  action  ele- 
ments to  create  a 
unique  action- 
adventure  gaming 
experience. 

While  this  is  just 
a small  sampling  of 
this  enormous  new 
game,  it  should  help 
whet  your  appetite 
for  more  informa- 
tion to  come  about 
Mask.  For  a load  of 
updated  information 
including  screen- 
shots,  monsters 
sketches,  and  musi- 
cal samples,  check 
out  the  Mask  of 
Eternity  website  at 
wnvw.sierraxom/ 
mask.  Until  next  * 
time,  savor  this  • ^ 
profuise  fronT  • ^ 
Roberta;  **We  hive  a 
lot  ahead  of  us, 
although  I can  tell  i 
you  that  from  wf^t0  ^ 
can  see  at  this  poiM,  ^ 
it*^  going  to  be  one 

hell  of  a garner^ 

' 


I 
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• Papyrus'  Best  Pit  Stop  Yet 


www.$ier[a.coiii/nascaf 


o 


By  Erica  Kohnke 

he  only  thing  miss- 
ing from  NASCAR 
Racing  2,  accord- 
ing to  Karl  Freder- 
• ickson  of  Stock  Car  Racing 
I magazine,  is  getting  *^anged  * - 
on  the  head**  lik#  you  are  in  I 
realsteck  car  barreling  toward 
a corner  at  over  100  mph.  When 
NASCAR  Radng  j is  released 
later  this  year,  the  simulation  ® 
O will  be  so  leal,  yodll  swear  ^ 
you  need  a helmet  ^ ^ O 
^ ^ According  to  the  realism- 
obsessed  development  team  ^ 
^ ' at  Papyrus,  NASCAR  Radng  3 
will  have  plenty  to  knock  you 
around.  Racing  sim  fbns  will  Q 
rejoice  in  a new  pliysics  model 
so  complete,  cars  actually  lift  off 
the  ground  when  they  encounter 
high-speed  collisions,  and  the 


racing  crowd  will  enjoy 
a meticulously  re-cre- 
ated 1998  NASCAR 
Winston  Cup  season. 

NASCAR  Racing  3 
will  also  be  the 
^rst  3DB(-native*  • 

^ PC -based  |toclC  ^ 

: car  racing  simeiait 
: tfon  aver  offered. 

: This  means  a q ^ 

: frame-ratethat  ® ^ 

\ rivals  that  of,  well/  0^ 

! real  yfe.  By  also  ^ 0 ^ 
i Including  enhanced  artificial 


mil 


* ...the  simulation  will 

• • • * • . 

be  so  real,  youH  swear 


0 

01 

I imaUifence  (AO.  Full  Course  0 | 
l Cautions  (yellow  Bags),  pece^  I 
\ laps,  black  flags,  accurate  1998 
pit  rules,  double  fRe  restarts.  | 
and  expanded  online  series  j 
options.  Papyrus  has  again  [ 
clinched  the  pole  position  in  the  i 


you  need  a 

' •©  ^ w 

racing  simulation  market.  ^ 0 X 
Best-selfinf  NASCAR  Radng  \ 
a,  reiaased  by  Papyrus  in  ^ 
November  1996,  broke  ground 
by  offtrfnB  a carefuUy  aeated 
racing  enviroamant  based  on 
every  bump  and  tire  mark  In  the 


The  cars  in  NASCAR  2 behave 
almost  as  sensitively  as  actual 
NASCAR  stock  cars.  Since  its 
release,  professional  drivers,  as 
well  as  serious  sim  fans,  have 
tried  new  setup  and  driving  tac- 
tics with  the  tracks,  slowly 
improving  their  performance 
through  trial  and  error. 

* In  the  last  six  months,  those 
^ NASCAR  2 fans  (as  well  as  a few 
4 professional  drivers)  have  also 
\ put  these  tactics  fo  the  test 
^nlftve  in  the  NASCAR  Racing  i 
Series  (wwwLnros.com)O 
Keep  an  eye  out  for  NA^tA^  ^ 
i Rdc^j.YoulLbeablei 
tee^behlnd 
f fflnors,  and 


NASCAR  Winston  Cup  Series. 

a 


Show  Yowr  Stuff 

STORM 


VN^SA-TA^tf  ?fCiCt 


Introducing  Storm’s  EasyPhoto"  ImageWave"  scanner. 

Count  on  Image  Wave  for  the  latest  innovation  and  highest 
quality.  At  a price  no  one  can  match. 

ImageWave  includes  30-bit  and  ClearScan'*'  II  technology 
delivering  over  1 billion  colors  for  the  sharpest  details  and 
most  vivid  colors.  Not  to  mention  a powerful  software  suite 
that  includes  Adobe®  PhotoDeluxe"*  2.0. 


Storm  guarantees  you’ll  be  satisfied  or  your  money  back. 
Visit  us  at  www.casyphoto.com  or  give  us  a 
call  at  888-GET-EASY  (888-438-3279). 


O 1996  Stomi  Tsctmology.  Inc. 


Available  at  your  favorite 
computer  retailer. 


Welcome  to  World  Opponent  Network,  your  FREE  online  gaming  service.  It’s  time  to  take  your  games  to  a new  level  of  intensity  and  fun.  Whether 


you’re  dogfighting  flying  aces  in  Red  Baron  II,  blasting  a 300  yard  drive  on  the  Sierra  Sports  Golf  circuit  or  bluffing 


t 


WORLD 

OPPONENT 

NETWORK 


www.won.net 


o 


O 10M  Cendeoi  Corporation  Ai  ngMa  raaarvad  WON.  WON  NET  and  World  Opponent  Natworfc  ara  m#  tradamarka  of.  or  bcanaad  to.  Candani  Corporation 


your  way  to  big  bucks  in  the  Hoyle  Poker  room,  you're  always  playing  real  people  in  real  time.  So  check  out  WON  and  expand  your  game. 


By  Scott  JoHnston 


ebsite  built  for  you. 

Mm  Off" 

That*s  because  we  know  you  want  more  than  just  price  and  ordering  information 
about  your  favorite  games.  You  want  player  forums,  demos,  technical  support, 
great  collections,  contests,  and  tons  of  free  stuff  like  downloads  and  online 
gaming.  You  want  a website  you  can  go  to  every  day  and  find  something  new 
and  cool— and  that's  our  goal. 


ow  did  we  acquire 
this  information,  you 
ask?  Phone  taps?  Spy  satellites? 
Simply  put— you  told  us.  You 
see,  www.sierra.com  is 
designed  not  only  to  give  you 
the  information  you  want,  but  to 
encourage  two-way  communica- 
tion. We  get  some  of  our  best 
ideas  from  customers  through 
message  boards,  emails,  letters, 
and  other  feedback.  The  result: 
We  make  the  games  that  you 
want  to  play.  So  whether  you 
visit  www.sierra.com  hourly, 
daily,  or  monthly,  here  is  a guide 
to  all  sorts  of  free  goodies  and 


new  stuff  and  all  the  ways 
you  can  tell  us  what  you  want 
to  see  next. 

One  of  our  most  recent  addi- 
tions is  an  update  of  our  online 
Web  Store.  Check  it  out  or 
head  to  your  favorite  retailer. 
Ordering  products  over  the 
Web  is  becoming  common— we 
should  know,  we’ve  sold  tons  of 
games  via  the  Internet.  You  can 
browse  through  all  our  available 
titles  with  your  virtual  shopping 
cart,  and  there  is  never  a check- 
out line  at  this  store. 

What's  the  advantage  of 
ordering  from  the  Web  Store? 


Meet  Your  Match 


For  starters,  folks  outside  the  United  States  and  Canada, 
who  can*t  use  our  800  number,  can  forget  about  those 
international  long-distance  charges.  Best  of  all,  your  order 
goes  straight  to  the  warehouse  via  our  super-secure  serv- 
er. We  know  you  want  to  be  playing  your  favorite  games, 
not  waiting  for  them. 

Before  you  order,  be  sure  to  take  a look  at  the  Sierra 
Specials,  a page  devoted  to  our  best  deals,  like  software 
under  $20.  Current  offerings  include  The  Mastercook: 
Jenny  Craig  Cookbook,  you  DON*  T know  jack  Volume  2. 
and  The  Beast  Within  from  the  Gabriel  Knight  series. 

At  www.sierra.com/products/under,  you  can  find 
a whole  list  of  games  for  less  than  20  bucks. 

If  you're  really  looking  for  a bargain,  then  you 
should  know  about  ¥ifww.sierra.com/free. 

It's  packed  with  contests,  demos,  screensavers, 
and  much  more,  including  three  complete  down- 
loadable games:  Red  Baron,  birthright,  and 
Betrayal  at  Krondor.  We’re  always  adding  new 
stuff,  so  check  back  often  to  see  what  we’re 
giving  away  next. 

We  appreciate  your  feedback.  On  your  next  trip  though 
sierra.com,  stop  by  www.sierra.cofn/iiiteract/fMback, 
fill  out  the  online  survey,  and  let  us  know  what  you  like 
and  don’t  like.  The  results  will  only  help  us  make 
sierra.com  even  better. 


If  you’ve  conquered  all 
friends,  and  their  friends,  or  you 
just  need  new  challenges,  the 
World  Opponent  Network  (WON) 
was  made  for  people  like  you. 
That’s  because  the  idea  behind 
WON  was  to  give  gamers  a world 
of  opportunities  to  play  against 
an  unlimited  number  of  human 
opponents. 


O"  WON 


w o n . < 


BOH 


World  Opponer:  heu^OfK  — - 


WON  has  done  just  that.  Since 
it  went  up  last  year,  over  50,000 
players  have  battled  in  over  one 
million  games  online— and 
things  are  just  getting  started. 
You  can  jump  on  and  challenge 
other  players  right  now.  A com- 
pletely free  site,  WON  will  give 
gamers  tips  and  cheats,  forums, 
free  downloads,  the  latest  news, 
and  more. 

Now,  what  would  be  the  per- 
fect game  to  try  out  on  WON? 
Red  Baron  117  Lords  of  the  Realm 
//?  How  about  those,  plus  10 
other  hits  with  the  Online  Games 
Collection,  including  12  online 
versions  of  our  favorites.  Get  the 
full  story  at  virww.sierra.com/ 
online  —we  guarantee  you 
won’t  be  disappointed. 


From  the  Unthinkable 
to  the 


f 


I 


if  you’re  more  of  a brains  than 
brawn  online  player,  check  out 
the  free  download  of  Acrophobia 
at  www.bezerk.com.  It’s  an  excit- 
ing and  challenging  game  of 
acronyms  that  you  and  up  to  13 
other  players  create  in  head-to- 
head  competition,  and  the 
results  range  from  the  unthink- 
able to  the  unprintable.  The 
Acrophobia  website  has 
already  won  every  award  from 
Cool  Site  of  the  Day  to 
Dynamite  Site  of  the  Night,  and 
because  we  like  to  make  things 
easy.  Acrophobia  can  be  played 
for  free  on  WON. 

Berkeley  Systems,  the  devel- 
oper of  Acrophobia,  has  also 
recently  released  Its  third  vol- 


ume of  the  all-time  best-selling 
trivia  game  YOU  DON*  T know 
JACK,  featuring  over  800  ques- 
tions from  categories  like 
DisOrDat  to  Loogies  & the 
Cosmos.  If  you  haven’t  played 
JACK,  it’s  a fast  and  furious  trivia 
game  that  will  test  your  brain 
and  your  funny  bone— all  at  the 
same  time. 
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They're  theTOp  TGII 
and  They're  jp 


www.sierra.com/free 


Here  are  the  demos,  screensavers,  and  games  that  we’re  sending 
out  as  fast  as  you  can  download  them.  To  see  them  all,  check  out 
www.sierra.com/free. 

1.  Diving  Adventure  Screensaver 

2.  Red  Baron  (Full  Version) 

3. 30  Ultra  Pinball  2:  Creep  Night  PC  & Mac  demo 

4.  Johnny  Castaway  Screensaver 

5.  3D  Ultra  Pinball  PC  & Mac  demo 

6. 3D  Ultra  Pinball  3:  The  Lost  Continent  Mac  demo 

7.  Betrayal  at  Krondor  game 

8.  Fantasy  Tracks  for  NASCAR  Racing  2 Demo 
9. 3D  Ultra  Mini-Golf  PC  demo 

10.  NASCAR  Racing  2 PC  demo 


Better  Than  a 


www.sierra.com/messages/ 


Stuck  in  a dun- 
geon and  can’t 
find  the  way  out? 

Sierra’s  message 
boards  are  one  of 
the  most  popular 
ways  to  interact 
with  other  play- 
ers in  your 
favorite  games. 

You  can  post 
questions,  tips, 
suggestions, 
and  more.  There  are  more 
than  30  boards  located  at 
www.sierra.com/messages,  and 
they  include  boards  for  technical 
and  customer  service  as  well.  All 
boards  are  moderated,  and  sug- 


gestions are  passed  on  to  our 
product  development  teams  so 
the  next  version  of  your  favorite 
game  will  have  that  new  feature 
you  so  desperately  want! 


Quit 


ugging  i 

i'l 

1 

www.sierra.com/suppor 

t/tec 

hnical/ 

Bugs— we  hate  ’em.  Sometimes 
they  even  creep  up  after  a game 
has  shipped,  and  that’s  when 
update  patches  help.  Patches 
are  a great  way  to  make  your 
gaming  a whole  lot  easier. 

You  can  download  them  at 
www.sierra.com/support/ 
technical,  and  solve  those  little 
annoying  prob- 
lems that  slow 
you  down. 

Check  it  out 
and  see  if  there 
are  some  for 
the  games 
you  own. 


Che 


[i 
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www.siei 

rra.com /po 

iwerchess 

Power  Chess  *98  is  one  of  our 
most  popular  games,  perfect  for 
the  beginner  to  advanced  player. 
It  features  the  intuitive  Power 
Chess  King  who  learns  as  he 
plays  and  doesn’t  make 
the  same  mistake 
twice.  After  the 
game,  the  Power 
Chess  Queen  pro- 
vides commen- 
tary on  what  you 
did  right— and 
wrong.  It’s  the 
perfect  way  to 
improve  your 
game  every 
time  you  play. 


Info  on  Power  Chess  *96  can 
be  found  at  vfww.sierra.com/ 
powerchess.  and  original  Power 
Chess  owners  can  upgrade 
for  only  $14.95. 


By  Bryan  Salois 


hat’s  right,  ASK  SIERRA  is  back  with  a vengeance.  Bryan  Salois,  Sierra’s  resident  answer  man, 
responds  to  your  most  frequently  asked  questions  about  your  favorite  games  with  straight-up  hints, 
tips,  and  configuration  suggestions.  If  there’s  anything  about  any  of  Sierra’s  games  that’s  giving 
you  fits,  write  us  c/o  InterAction  Magazine— Ask  Sierra,  P.O.  Box  S30o8,  Bellevue,  WA  98015. 


Lords  of  Magic 


Hints  & Tips 


Up  1:  Fire  Mages 

If  you  play  as  the  Fire  Mage, 
the  Inferno  spell  is  great— 
as  long  as  your  mage  can 
survive  it,  and  as 
long  as  she 
has  magi- 
cal crea- 


tures with  her.  Magical 
creatures  are  all  quite  resistant 
to  fire  magic  and  can  survive  the 
blast  of  the  Inferno  spell  easily. 
Used  carefully,  this  spell  can 


have  a devastating  effect  on 
the  enemy. 

Tip  2:  Keep  Your 
Wizard's  Mana  Up 

Always  carry  potions  of  mana  for 
your  Wizard! 

Tip  3:  Feed  Your 
Champion  Weii 

Your  Champion’s  experience 
and  fame  are  some  of  your 
most  important  resources. 

They  allow  you  to  quickly 
recover  from  lost  battles.  You 
can  also  gather  new  party 
members  and  train  them 
to  higher  levels  more 
rapidly. 

Tip  4:  Instant  Armies — 
Almost 

In  the  later  stages  of  the  game 


(when  you  have  established  a 
stronghold),  it  is  not  usually 
necessary  to  keep  huge  armies 
in  your  stronghold  for  protec- 
tion. If  you  see  the  enemy 
approaching  from  far  enough 
away,  quickly  summon  creatures 


and  hire  mercenaries  to  create 
an  army. 

Tip  5:  Heal  Those  Units 

When  playing  Faiths  with  high 
hit-points,  but  low  armor  (like 
Chaos  or  Fire),  don’t  forget  about 
your  ability  to 
heal  units  in 
your  capital. 
Keep  your 
units  healed, 
or  they  won’t 
last  long! 

Also,  as  a 
rule  of  thumb, 
don’t  worry 
so  much 
about  healing 
mercenaries, 
since  they  are 
more  expend- 
able. 


SODA  Off~Road  Racing 


Hints  & Tips 


Tip  1:  Under- 
calibrate Your 
Steering  Wheel 
\ (or  Joystick) 

Instead  of  turning  your 
. steering  wheel  all  the 

I way  to  the  extreme 

I right  and  left  during 

I calibration,  turn  it 

about  two-thirds  of 
the  way.  This  will 
result  In  steering  that 
I is  a little  less  sensitive 

j and  should  give  you 


NO  IN^UGHT  Movie?  Under’calibrating  and  i 
staying  light  on  the  gas  keeps  you  right  side  up.  || 


better  control  of  your 
vehicle.  This  can  also 
help  reduce  the  slip- 
and-slide  feel  you  can 
get  when  driving  in 
grass  and  loose  gravel, 
especially  with  sensi- 
tive controllers. 

Tip  2: 

Get  Off  the  Gas 

A lot  of  people  like  to,^ 
play  racing  games  with 
the  pedal  to  the  metal 


all  the  way.  In  SODA  Off- Road 
Racing,  this  is  the  quickest 
way  to  find  yourself  face-down 
in  the  mud. 

Traction  is  more  important 
than  speed,  so  don*t  stomp  on 
the  pedal  and  expect  to  be  able 
to  control  your  vehicle  around 
those  turns.  Instead,  pump  the 
gas  while  navigating  turns.  This 
will  increase  traction  as  you 
decelerate,  while  still  maintain- 
ing power  to  shoot  you  through 
the  corner. 
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Hints  & Tips 


The  Reaim 
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Tip  1:  Save  and 
Save  Often 

Hosting  online  games  can  be 
tricky  sometimes.  On  the  off 
chance  that  there  is  a server- 
crash,  the  characters  are  reset 
to  the  status  they  were  at  when 
you  last  logged  in.  Your  house, 
however,  is  not  reset. 

For  this  reason  it  is  important 
to  log  off  and  re-log  in  often, 
thereby  saving  your  characters* 


status.  This  is 
important! 

Let’s  say  you’re 
in  your  house  and 
you  are  holding  a 
shield,  and  there 
are  a million  gold 
coins  on  the  floor. 
You  drop  the 
shield,  and  pick 
up  the  million  gold 
coins.  If  the  server 


crashes,  your  character  will  be 
reset  to  the  last  time  it  was 
saved.  Then  the  next  time  you 
log  on,  your  character  will  be 
standing  in  your  house  holding 
a shield,  but  the  million  gold 
coins  that  were  lying  on  the  floor 
will  now  be  gone.  You  will,  how- 
ever, still  see  a second  (dupli- 
cate) shield  lying  on  the  floor. 

Do  yourself  a favor,  save  and 
save  often. 


Red  Baron  II 


^ Hints  & Tips 


V- 


Tip  1:  Fine  Control 
Is  the  Key 

Rotary- powered  planes  like  the 
Fokker  ORi  and  Sopwith  Camel 
have  a very  high  torque  to  them, 
which  means  they  have  a strong, 
constant  pull  to  either  the  right 
or  left.  You  need  to  make  sure 
you  constantly  adjust  your 
plane’s  heading,  making  small 
corrections  and  adjustments  for 
the  airplane’s  torque  and  the 
wind.  Don’t  mistake  this  for  a 
joystick  calibration  problem— 
this  is  how  airplanes  of 
that  time  flew  in  real  life. 

Tip  2:  Actively  Search 
for  Enemy  Aircraft 

Look  for  enemy  aircraft.  If  you 


don’t  actively  search  for  enemy 
aircraft,  you  may  never  find 
them,  since  they  will  be  avoiding 
you  most  of  the  time.  If  you  just 
fly  with  autopilot  you’ll  never 
catch  the  enemy.  Also,  even  If 
you  see  the  enemy,  your  flight 
leader  may  not  always  choose 
to  engage  them. 

Tip  3:  Be  Careful 
Using  Autopilot 

Don’t  use  the  autopilot  unless 
you  use  it  at  the  very  beginning 
of  the  mission,  or  unless  you 
are  at  a high  enough  altitude 
and  air  speed.  If  you  engage 
the  autopilot  when  you  are 
too  low  or  not  flying  fast 
enough,  you  will  crash.  This 


happens  because  some  air- 
planes need  to  achieve  a mini- 
mum altitude  and/or  airspeed 
before  autopilot  can  be  used. 


Also,  read  the  manual,  and  make 
sure  you  understand  the  differ- 
ent types  of  autopilot  available 
in  the  game. 


Heiifire 

Q0  How  Do  I Access 
# the  Hew  Levels 
in  Heiifire? 

A A number  of  people 
® have  asked  us  this 
question  because  they 


don’t  realize  you  need  to  be 
tough  enough  to  enter  the  new 
levels,  just  like  the  existing 
dungeons  in  Diablo. 

Once  you  have 
reached  level  1$  or 
above,  talk  to  the 


farmer,  and  he  will  give  you 
a bomb  that  you  can  use  to 
open  The  Hive.  Once  you’ve 
entered  and  beaten  The  Hive, 
you  should  find  an  item  that 
will  allow  you  access  into 
The  Crypt. 
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Customer  Support 


Teekuieai  Support 


1.425.644.4343 


Hours: 

ioam-6:45pm  M-F.  PST 

Snail  Mail  Address: 

Sierra  On-Line 
Technical  Support 
PO  Box  85006 
Bellevue.  WA  98015 
Email  Addresses: 
supportOsierra.com 
homeOsierra.com 
adventureOsierra.com 
hardwareOsierra.com 
simulationsOsierra.com 
berkeleyOsierra.com 


Phone  Number: 

(425)  644*4343 

Fax  Number: 

(425)  644*7697 
Services:  We  do  have  a 
24-hour  automated  system, 
or  you  can  call  during  stated 
hours  to  talk  to  a technical 
support  representative. 
Cost:  No  charge  other  than 
your  long-distance  rates. 
Some  software  companies 
charge  you  a fee  for  technical 
support.  Not  us. 


Additional  Help: 

You  can  also  post  to 
our  web  page  at 
wvifw.sierra.com  for  the 
specific  game  title. 

When  to  Contact 
Technical  Support: 

Call  Tech  Support  when  you 
can  no  longer  advance  in  a 
program.  This  can  include 
lockups  in  the  program,  error 
messages,  blank  screens,  or 
no  sound. 


When  NOT  to 
j Contact  Technical 
I Support: 

i Don’t  call  Technical  Support 
when  you  are  unable  to  fin- 
j ish  a game,  or  if  you  are 
i playing  an  adventure  game, 
i if  you  cannot  pass  a level  or 
i complete  a task.  In  this  case, 
i use  hint  scripts  or  strategy 
i books,  or  call  our  900  num- 
ber (1-900*370-5583)  for 
hints  and  tips  from  the  Sierra 
i Hint  Line. 


Sierra  Hint  Line 

Hours: 

24  hours  a day 

US  Phone  Number: 

(900)  370-5583 

Canada  Phone 
Number: 

(900)  451*3356 

Services: 

We  have  a 24-hour-a-day 
automated  system  that  walks 
you  through  the  hints  menu. 
Must  have  a touchtone  phone 
and  be  18  years  or  older. 
Cost: 

$.95/minute  in 
the  United  States. 

Si.25/minute  in  Canada. 
When  to  Call 
the  Hint  Line: 

Call  the  Hint  Line  when  you 
are  unable  to  finish  a game, 
cannot  pass  a level,  or  can- 
not complete  a task. 

When  NOT  to  Call 
the  Hint  Line: 

Do  not  call  the  Hint  Line 
when  you  experience  lockups 
in  the  program,  error  mes- 

Customer  Service 

HOURS: 

8;ooam-4:oopm  M-F,  PST 

Direct  Sales  Hours: 

7:ooam-ii:oopm  Monday- 
Saturday.  EST  and  9:00am- 
10pm  Sunday.  EST 
Cost:  No  charge  other  than 
your  long-distance  rates. 


E 


.900.370.5583 


sages,  blank  screens,  or 
when  you  get  no  sound  while 


playing  the  game.  Contact 
Technical  Support  for  assis- 


tance in  these  situations. 


Games  Supported 


Betrayal  at  Krondor 

King*s  Quest  III 

Police  Quest  III 

Betrayal  in  Antara 

King*s  Quest  IV 

Police  Quest  IV 

Birthright 

King*s  Quest  V 

Police  Quest:  SWAT 

Castle  of  Dr.  Brain 

King*s  Quest  VI 

Phantasmagoria 

Code  Name:  Iceman 

King*s  Quest  VII 

Phantasmagoria  2 

The  Colonel* 5 Bequest 

Leisure  Suit  Larry  1 

Quest  for  Glory  1 

Conquest  of  Camelot 

Leisure  Suit  Larry  II 

Quest  for  Glory  II 

Conquest  of  the  Longbow 

Leisure  Suit  Larry  III 

Quest  for  Glory  III 

Caesar  II 

Leisure  Suit  Larry  V 

Quest  for  Glory  IV 

Dagger  ofAmon  Ra 

Leisure  Suit  Larry  VI 

Rama 

EcoQuest  1 

Freddie  Pharkas  Frontier 
Pharmacist 

Leisure  Suit  Larry  VII 

Rise  of  the  Dragon 

Lords  of  Magic 

Space  Quest  1 

Lords  of  the  Realm 

Space  Quest  II 

Gabriel  Knight 
Gabriel  Knight  2 

Lords  of  the  Realm  II 

Space  Quest  III 

Lost  in  Time 

Space  Quest  IV 

Goblins  1 

Secret  of  the  Lost  Rain  Forest 

Space  Quest  V 

Goblins  II 

Lighthouse 

Space  Quest  VI 

Goblins  III 

Manhunter:  New  York 

Shivers 

Gold  Rush 

Manhunter:  San  Francisco 

Shivers  II 

Inca 

Outpost 

Urban  Runner 

Incredible  Machine 

Pepper* s Adventure  in  Time 

Adventure  of  Willy  Beamish 

King*s  Quest  1 

Police  Quest 

Woodruff  and  the  Schnibble 

King*s  Quest  II 

Police  Quest  II  | 

M 1.800.757.7707 

m 

Email  Address; 

When  to  Contact 

Service: 

customer.seiviceOsierra.com 

Customer  Service: 

Under  most  circumstances 

Phone  Number: 

Our  local  office  checks 

the  direct  sales  office  (8oo- 

1-425-746-5771 

on  the  status  of  refunds. 

757-7707)  can  help. 

USA  and  Canada 

warranty  processing,  and 

International  callers  (other 

Phone  Number: 

disgruntled  customers. 

than  our  Canadian  cus- 

1-800-757-7707 

When  NOT  to 

tomers)  will  need  to  call 

Contact  Customer 

1-425-746-5771  for  help. 
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Sierra  Home® 


otheJlOIHC 

software  collections. 


Nobody  makes  more  fun,  helpful,  ingenious  tools  for  more  parts  of 
your  house  and  life  than  Sierra  Home.  Fact  is,  with  all  the  titles 
you  see  here-and  a bunch  more  you  don’t -nof/i/ng  covers  your 
home  like  Sierra.  And  nobody  gives  you  a better  deal:  Everything 


MASTERCOOK  - SUITE 

MasterCook,  America's 
favorite  cooking  software, 
help  you  organize  your  recipes,  automate  shopping 
lists,  plan  menus  and  more.  Suite  includes  more 
than  4,500  recipes,  video  tips  and  photos  from 
MasterCook  Deluxe,  Cooking  Lights  and  Craham  Kerr. 

S49.9.5  sugg.  retail. 

Now  just  $29.95  with  $20  Sierra  Home  Rebate. 


COMPLETE  HOME 

Ibis  4-in-l  collection  includes  Sierra  Home  Architert  so 
you  can  layout  rooms  and  visualize  them  in  3D.  Add  3D 
Deck,  Sierra's  Home  Improvement  Encyclopaedia  and  our 
lilectrical  Wiring  CD  and  you're  ready  to  break  ground. 

$49.95  sugg.  retail. 

Now  just  $29.95  %vith  $20  Sierra  Home  Rebate. 


QENERAT10NS<>^  DELUXE 

Get  a great  piaure  of  your  family's  history 
with  this  4 CD  package.  You  get  tools  to 
research  your  ancestors,  including  information  on  57  million 
names.  Iben,  easily  and  beautifully  p>ersonalize  your  ancestry 
charts  to  create  just  the  family  tree  you  want. 

$49.95  sugg.  retail. 

Now  just  $29.95  with  $20  Sierra  Home  Rebate. 


you  see  on  this  page  is  now  $20  off  with  Sierra  Home  rebates. 
So  get  out  of  the  house  and  get  down 
to  the  software  store.  Then  get  ready 
to  be  blown  away. 


'S' 


SIERRA 


HOME 


USA  ‘98  STREETS  A DESTINATIONS 

Next  to  a full  tank  there's  no  better  travel  companion. 
You  get  a detailed  street  atlas,  an  informative,  up-tO'date 
guidebook  a booklet  loaded  with  money-saving  travel 
coupons  and  seamless  access 
to  Mapquest's*  online  driving 
instructions. 


S49.95  stigg.  retail. 

Now  just  $29.95  with 
$20  Sierra  Home  Rebate. 
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PRINT  ARTIST-  PLATINUM 

Rated  by  Family  PC  as  the  • 1 home 
publishing  software.  Print  Artist  lets  you  easily  make 
thousands  of  greeting  cards,  signs,  labels,  banners,  calendars 
and  crafts,  plus  business  letterhead,  envelopes  and  more. 
Includes  over  100,000  graphics  and  free  photo  software. 

$49.95  sugg.  retail. 

Now  just  $29.95  with  $20  Sierra  Home  Rebate. 


$49.95  sugg.  retail. 
Now  just  $29.95  with 
$20  Sierra  Home 
Rebate. 


COMPLETE  LAND  DESIGNER 

Meet  the  four  best  tools  you've  ever  put  to  work  in  the 
garden:  3D  landscape.  Photo  land  Designer”*,  Carden 
Encyclopedia  and  3D  Deck.  Design  your  yard  and 
garden  from  scratch  or  based  on  a photo  and  see 

exactly  how  it  will  look. 


Si«YT.t  On-lin^.  Inr  * r>r  **  rti  nr  tn  In,*  lA/A  AQ/1/Y7  All  J 


Get  the  BIGGEST  Deals  on 
the  BEST  Games  & Hardware 


THE  NEW 

THRUflMASTER  MillEMiUH 
3»  JOyfTiCW  Him 
REO  BAR0H  ll£3SiEMU  K0  KIOT 

Get  huge  savings  with  our  exclusive  bundles  with  the  new 
Millenium  3D  joystick  from  Thrustmaster.  The  Millenium  3D 
gives  you  complete  flight  control  with  a 
100%  digital  joystick  that  features  5 
buttons,  POV  hat,  throttle  slider 
and  the  unique  "pitch-over* 
design  created  by  Thrustmaster 
for  NASA's  Space  Shuttle  program 
Choose  a bundle  with  Red  Baron  II  or 
Sierra  Pro  Pilot  and  you  have  a killer  flight 
Sim  package  that  can't  be  beat! 


Jhnstmostet's  Menum 
30  joystkk  featufes  0 
unkfue 'piktwef' 
design  (reottd  hf 
fUSA's  Space  Sfiutth 


#R6NML  Red  Baron  ll/Millenium  3D  Bundle 
#SPPML  Pro  Pilot/Millenium  3D  Bundle  . . . 


THE  NEW  THRUfTMAITER. 
PRO  RACiHfi  WHEEL  KiTH 
SOIA  OFF-ROAD  RACiHli 
^NASCAR,  RACiHC  2 

Now  there's  a better  way  to  drivel  The  all-new  Pro 
Racing  Wheel  from  Thrustmaster  gives  you  all  the 
control  you  need  to  master  any  racing  game.  It 
features  a new,  easy-to-use  cam-lock  clamping 
system,  a thickly  padded  steering  wheel,  a 
realistic  short-throw  shifter  and  a 
heavy-duty  floor  console  with  gas  and 
variable-resistance  brake  pedals.  Take 
advantage  of  our  special  bundle  with 
SODA  Off-Road  Racing  or  NASCAR* 

Racing  2. 


#SDPRW  SODA  Off-Road  RacIng/Pro  Racing  Wheel  Bundle 
#NCPRW  NASCAR*  Racing  2/Pro  Racing  Wheel  Bundle  . . 


$14995 

$14995 


Call  1-800-757-7707  or  order  online  at  ¥fww.slerra.com 


SIERRA® 


P.O.  Box  53008  Bellevue,  WA  9801 5-3008 
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